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Lara Croft has some 
serious competition. 


Space Channel! 5’s diva Ulala has landed, 
strutting her funky stuff in the ODCM offices 
and playing havoc with our deadlines. How 
are we supposed to write over 100 game 
previews, redesign a reviews section to 
accommodate more games (like the superb 
Crazy Taxi, Soul Reaver, F1 Grand Prix and 
Re-Volt), or keep our minds on interviewing 
Yu Suzuki, Yuji Naka, Tetsuya Mizuguchi, Team 
Sega GT and the stellar like, when she’s 
around? It’s impossible. Not to mention the 
fact that our Staff Writer, Evan, is trying 
desperately to get her phone number. That’s 
one long, long-distance call you probably can’t 
afford, Evan (and no, you can’t expense it). 

And it’s only going to get worse. Who knows 
what will happen when Lara Croft enters the 
fray? Oh...(blinking) you hadn’t heard? 

As our exclusive news interview with Core 
Design’s Director Adrian Smith reveals, Lara 
is coming to Dreamcast. Soon. Very soon. In 
fact, even as you read this, Lara is being 
shrinkwrapped—now, there’s an image!— 
somewhere in an unmarked warehouse, 

a mere month from the shelves. 
Coincidentally enough, that’s about the 
same time Space Channel 5 is due to touch 
down on US soil. Yep, there’s gonna be 

trouble. Care to place any bets? 


Simon Cox 
Editor-in-chief 
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The Apocalypse didn't 
happen, but our special edition 
“Year 2000 Coming Soon feature did! We 
reveal over 100 upcoming Dreamcagt 
games, pick the brains of the Brightest 
stars in the DC firmament, and chart the 
future of the hardware ff the n 
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81 Star Wars: Racer " y ee or  ' 
And 100 More! | i = , 


e., _ 
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In-Depth Reviews 
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80 Psychic Force 
80 Vigilante 8 
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88 Test Drive 6 

90 NFL QBC 2000 
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92 Incoming 
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—+ News 


Will she or won't she? That's the 
question that’s been making us 
squirm since the DC launch 
(that and ‘what's a Turb?’). Eidos 
reveal all exclusively on page 12. 
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2025AD Kei | We Chu-Choose Sonic Team 
| New import releases revealed! 
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Anice long look at Sting’s Evolution 2 
| Ripcord’s Legend of the Blade+ 
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‘ examined | A first look at Capcom's oh- 





so-mah-vahlous Marvel Vs. Capcom 2 | 

You, too, can be a truck driver in 
Sega's latest truck driving sim | 

Sega's Virtua NBA | Gossip about Yu 

Suzuki's secret, big number *4’ 
fighter... 
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Your guide to the games on our 

exclusive playable GDROM 

sampler. Overviews, controls, 
what to do, it’s all there. Trust us. 
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} ~ You took the time to write, now it's our 
4 chance to answer you with snide comments 
~ you have no chance to counter! What could be 
» more fun? 


102 HOWTO 


We've got an, um, exhaustive guide to car carnage 
with our super duper Vigilante 8 strat guide! Not 
only that, but a smorgasbord of delectable codes ... 


112 ENDZONE 


Scope out what we've got in 
store for next issue, 

plus we give you a 

chance to win a / 
Japanese Dreamcast { 
system and your very \ 
own copy of the 

Tan ossslelWalacat(eley 

Space Channel 5! 
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Welcome 
to the Disel 


ewrry_e've got two words for you: Demo and Disc. Yep, that's 

right: Securing your own copy of the Official Sega 

Dreamcast Magazine Is the only way to get your hands 

on demos of the hottest Dreamcast games before they hit the 
shelves (unless you want to come on over to the ODCM office with a shotgun and a skrmask, 
but we'd prefer it if you didn't), This month, you're getting demos of some great new titles— 
Including Rayman 2, Chu-Chu Rocket, Virtua Striker 2 v. 2000.1 and the superb MDK2, Plus, 
we've got the full version of the DC puzzler Swirl, Still unimpressed? Try our new version of the 
Dreamcast Browser. Come on, Chester, get your hands out of your pockets and pop in the disc. 
Play It to your heart's content, it won't cause blindness. 





And if he's reading, we've got a message for the Iittle thief who swiped the demo disc packed with this 
formerly shrink wrapped ODGM Issue #4, it's going to be replaced with your still-beating heart. Thank you. 


Yes, it’s a demo of one of 2000's most highly-anticipated 
games, right here on our little GD-ROM, Test ali three of MDK 2's 
controllable characters, each of which provides its own unique 
gameplay experience. This game's got guns, comedy, six legged 
dogs, sniping (and who doesn't love a good snipe?) and more. 

Tip. Play through the tutorial in order to familiarize yourself 
with the game's control, Though a bit off-putting at first, a few 
minutes of practice will make it feel like second nature. You might 
even want to try decreasing the analog sensitivity several notches 
(make the change at the options menu) 

Tip 2: Press pause at any time for a frozen-in-time, rotating 
Matrix-esque shot. You have no idea (but guess!) how much fun 
we've had with this feature, Check out our preview in this Issue! 


Kurt sure looks hot in his tight- 
fitting rubber suit, doesn’t he? 
Well, he does! Okay, } was just 
kidding, guys. Reallyi U fuys? 


Just when you thought you were out of the woods—an equally 
addictive demo of another equally amazing sequel. This 3D 
platformer outdoes Its predecessors, adding a distinctly French 
flavor (and bouquet). Marvel at its spectacular graphics and 
animation: we guarantee that they'll blow your mind, even on your 
50th tup through the game . 

Tip: To see the world through Rayman’s eyes, just hold down 
both trigger buttons together and enjoy the trip. Not only is this a 
nice vacation from the color beige, it's very helpful for navigating 
your way through close quarters and sticky situations (yes, sticky) 
For a preview of this beauty, check out the attached mag. 


it’s a purty game. Here, Rayman 
contemplates boarding a run- 
down pirate ship, whila the pirate 
disagrees (and owns a cannon). 





Here's a Little conundrum that's taken Japan by storm (or 
perhaps more appropriately, swarm), It's a classic Lemmings situation, 
with a few shakes of Bomberman thrown tn for good measure, Check 
it: You've got fast stupid mice (Chu-Chus) and slow stupid cats (Nekos) 
who'll eat every Chu-Chu that they can. Both travel In a straight line 
until they hit a wall (we told you they were stupid), at which point they 
take a 90-degree tum to the nght. Players drop arrows (only three at a 
time) onto the playfield to redirect as many Chu-Chus as possible into 
@ rocket, which carries them to safety at each round's end, 

It isn't easy, but once you have the hang of it you'll see what all 
the fuss 1s about. Remember, this game was built for multiplayer! 


in 
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Check out all thase mice! They're 

w cry from Pikachu, but they'll 
giva any cat—or player—a run for 
his money. 


6 Official Sega@ Dreamcast Magazine 











Hey, all you American soccer fans! {Echo-echo-echoooo} Well, 
both of you, then. Place ail four of your buttocks on that sofa, 
because you're in for a treat with our demo of the arcade smash 
Virtua Striker 2 v. 2000 2 (yes, yet another creative usage of the 
number 2000) You know the ruies—kick that round thing Into the 
other guy's net more times than he kicks it into yours. Simple And 
remember, this was originally an arcade game, so It’s not exactly a 
simulation. The graphics are pretty, the action Is fast, and you won't 
get crushed against a fence, What more could you ask for from your 


sugar daddies here at ODCM? Go kick some booty 


“Hey Mr. Eight! Where are you 
running, sporto? The game’s not 
over! And why isn’t Mr. Nine in 
formation? f can't work with this!” 





This is the full version of Dreameast's first Tetris/Bust.a- 
Move/Jenga combination ctone. Yeah, that's right-a freebiel It's pretty 
self-explanatory, but we Il explain for those readers that might be a 
few bricks short of an outhouse The object of the game 1s to clear a 
board full of swirls, which is accomplished by removing batches of 
connecting, like-colored swirls—getting as many in each shot as you 
¢an. The more swirls you can group together, the more points they 
are worth, It's not Soul Calibur, but it's addictive and surpnsingly fun 
And did we mention that it’s free? 


Okay, it may not look like much, 
but trust us: Sega Swirl can be 
seriously addictive. Beware. 


Some important stuff was fixed in this revision: 


» You can now see the number you're calling for dial-up. Before, you 
wouldn't know the number you were dialing when you first went to 
register online or sign up for AT&T service. Now, you can check to be 
sure It's a focal] number. 


» Javascript is a lot less buggy. 


* The Dreamcast Network pages have been revamped so that they 
look and feel much better. 


* The Command Clusters (what you get when you push the start 
button) are a lot easier to use, and they now include a Refresh. 


Feast your eyes on this. If the above screenshot doesn't make you kick off your knickers, what will? With 
spectacular graphics and finely-tuned gameplay, this one should ba a — erm, sorry, Coffee, anyone? 





1-888-613-7326 





www. DallyRadar.com 





Sega AT&T 
Dréamcast. w3rldnet 


wired by | service Plug Sega into AT&T and it’s a whole NeW game. 


*You will receive your keyboard within 8 to 10 weeks after registering for AT&T WorldNet Service on the $14 95 Promotional Price Plan, Standard or Unlimited Price Plan Supplies are limited. AT&T reserves 
the right to substitute or terminate this offer without notice See details during registration for the Service Offer terms for current members avallable at att.com/sega ©2000 AT&T. All Rights Reserved 
Sega is registered in the U.S, Patent and Trademark Office Sega, Dreamcast and the Dreamcast logo are either trademarks or trademarks of SEGA Enterprises, Ltd. ©2000 SEGA ENTERPRISES, LTD,, 2000 att.com/sega 
All Rights Reserved **First 6 months of service at $14.95 which includes 150 hours of Internet access per month $99 each additional hour After 6 months of service, billing will change to the then- 
current Standard Price Plan, $19.95. Offer expires 3/31/2000 


Letters 


Team ODCM 


ALTHOUGH UNDERPAID, overworked, and 
bordering on the psychotic, the ODCM team 
prides itself on knowing more about Sega 
Dreamcast than is strictly healthy. Should you 
have the misfortune to run into them on the 
street, do not approach them. They are highly 
trained and may try to sell you a subscription... 


thal j SIMON Cox 
Emperor in Chief 
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FILE UNOER: 

Grand Moff Tarkin meets James 
Bond, set to a pulsing techno 
soundtrack. His car’s done more 
miles than Apolio 11. His ego 
‘still hasn't landed. Some call him 
names; others call him and get 
voicemail (“I'll be at the beach if 
you need me...”), Hurry back... 


DAN FITZPATRICK 
Art Olrector 


FILE UNOER: 

Jazzdoving, chimp-hugging, 
paintbali-shooting, spectacle- 
weanng, dress-making, cake- 
decorating, day-+trading, ass- 
shaking, crayon-wielding, Ulala- 
stalking, girlfriend-proposing, 
beerswilling, Mac-licking, hedge- 
hog-tossing dirty old man. 


DINA FAYER 
Managing Editor 


FILE UNOER; 

Exfashion mag editor with 
Annie-red hair and (even. 
scarier) ‘late-night-we're-all-on- 
deadline’ comments, teo 
disturbing to go into here. (Let's 
Just say that if we everagain hear 
the words ‘His rug lies on hi 

head like @ happy raccoon. 


FRANCESCA REYES 
Semior Editor 


FILE UNOER: 

Over-caffeinated, RPG-hugging, 
pixie-raising, Simon-baiting, 
headphones-weanng, street- 
fightin’, editor with her eye on 
the Editorin-Chief’s throne. 
‘You're next, Simon. Ab-ha-ha- 
ha-hahl' "Mutiny is punishable 
by death, Fran..." 


DAVE CORDON 
Associate Art Oirector 


FILE UNOER: 

Job-sharing, blonde-tighlights- 
sporting, mouse-toting, baggy- 
pants-weanng, Christmas- 
party-throwing, tree-with-no- 
presents-underit-owning, 
Pokemon-dating, Mystery Van- 
dnving designer who probably 
wants a new job. 


EVAN SHAMOON 
‘Staff Writer 


FILE UNOER: 

That girt from the downstairs 
office. Coffee for the whole 
‘team, serfl And you've still 
got 200 damn funny pages 
to write by lunchtime, or it's 
the finng squad for you! A 
couch-surfin’, Matrixiovin', 
shuttle-takin' cat, 
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LETTER OF TRE MONTH 


Fire whoever Is supposed to be checking the 
magazine’s spelling and font gaffes, cause they are 
NOT doing their job. All over the place are Italicized 
words that aren't fully italicized. It's hard to even read 
the magazine. The whole entire Evolution review is 
rendered unreadable because of this. There are also 
a few typos, but the Italics are the biggest problem. 
It's a mess. 

SiberioS@aol.com 


rand, Italies 1s the 


Hi, !'m a fan of Sega and | love anything that has to do 
with Bond. | have all the movies and | was wondering if 
Dreamcast will have a Bond game and If so will it be 
The World is Not Enough? 
Sharif 
sega_87@email.com 


Hats off to a great mag! Content, delivery, 
layout...AMAZING! | just finished your second issue 
and look forward to the third. May | say that when you 
reviewed Speed Devils and gave it a paltry 3 out of 
10, | almost didn’t buy it. But, | did buy it and | LOVE 
IT! Especially with that awesome cheat mode to use 
all tracks and cars! The Aspen Summer level is great. 
My wife even thinks it is right cool. It has amazing 
replay value and the element features in the game 
are quite unique. You write, "...terrible handling, weak 
opponents and uninspired track design...”?! | have 
this question for you: WHO WAS THE ONE THAT WAS 
OBVIOUSLY VISITING URANUS INSTEAD OF STAYING 
GROUNDED HERE ON GOOD OLD MOTHER EARTHI!? 
Check the game again, sport! By the way, still love 
your mag! 

Joe Midgley High 

Via email 


www OailyRadar com 
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| just got the January issue yesterday, and | was just 
wondering about the GDROM—where are the 
interviews? Where are the VMU downloads? Come on 
guys, it’s up to you to give us more than the finest 
demos for our new system! We want gossip! We want 
behind-the-scenes interviews! And we want it all next 
issue (just kidding)! 
Keep up the good work on the magazine. 
Timothy 
rpterry@email.msn.com 


OOCM: Okay, So we were a bit more optimistic than we 





r 


In your preview and review sections, you include a 
handy “quick reference” box. The box includes the vital 
statistics for the featured game (e.g., publisher, 
number of players, online functionality). 

In your Testzone review of NFL2K (Issue #2) the 
field labeled ‘ONLINE?’ is answered with an 
exasperated ‘NOPE,’ rather than the usual (less 
emotional) ‘NO.’ 

My question: is this your way of expressing your 
dismay that Sega is SO far behind in its online gaming 
plans? If so, | share your disappointment in the 
company's failure in this area. While it can be argued 
that almost every other area of the launch and post- 
launch activities have progressed successfully, this 
area has been an abysmal failure from which Sega 
won't recover until online gaming is a reality 
(hopefully sometime before Q3 2000). How can the 
company that runs Heat.net not get a network up and 
running for the console which could save It from 
losing another billion yen next year? |, too, share your 


ee a ae 








www.DallyRadar.com 


frustration and hope that Sega hears the cries of 
anguish from the fans that bought a Oreamcast. Truly, 
it is a great machine with awesome games and 
incredible potential...but can Sega make It 
revolutionary? I'm still waiting... 
TOMKLEVEN@aol.com 


OOCM: We're waiting as well, Tom. Our response to 
Te nes 


Ss =] 


Be eeiesuicy 


| don’t get it. Why is everyone saying that Sou Calibur is 
so great? | bought it instead of Ready 2 Rumble (which 
rules) and I'm thinking of selling it already (| only bought 
It a few weeks ago). The game does have some good 
points such as the graphics, the story line, the amount 
of characters and secrets, and the smooth moves. But if 
| wanted to see a fight, | would've rented Rumble in the 
Bronx. | wanted to feel the power of the character's 
movements, but instead, all | got was a button-masher 
that depends on how fast you press B. | beat Ultra Hard, 
or whatever that difficulty is called, on the first day. | feel 
betrayed by my beloved video game magazines. Thanks 
for letting me fume, but | gotta go now, the steam 
comin’ outta my ears is fogging up the screen. 
aap54@yahoo.com 





Hil I'm from Singapore and have just bought the second 
issue of your magazine a few days back. What a great 
magazine this is! I'm now itching for the third issue! But 
| have some comments on the reviews. They're good 
and honest, but | think that it would be better if you 
include a small score for graphics, sound, gameplay, 
etc. This is to let readers be more clear about which 
part of the game gains it high marks and what pulls it 
down. It'll be better if you guys give it a 9/10 for 
graphics rather than say ‘the graphics are excellent.’ 
Thank you for your time. Keep up the great work! 

Lim Jin Yong 

Via email 





- =. 


Got a question that needs to be attended to? Send it 
to: OOCM, c/o Imagine Media, 150 North Hill Dr., 
Brisbane, CA 94005. Or if you have access to email 
{and we know you do), put us in the To: field as 
dcmag@imaginemedia.com and hit ‘send.' The best 
letter of the bunch gets a gobful of Sega goodies 
and exclusive treats. 
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Dreamcast News Network 


NEWS INDEX 


WHAT WE'RE TALKING ABOUT 


Dreams of Lara 
Sliver looks goid 


Evil Dead vs. WWF 
What's up, Sega? 

DC gear: gotta get it 
SC5 iaunch party 
Undercover on top 

X marks the spot 

DC dating scene 

DC releases 

Evojution continues 
Begin the Legend 
innocent Tears 

Guiity Gear 2 

Keep on truckin’ 

Got next? Virtua NBA 33 
Marvel vs, Capcom 2 33 





The First, Second, Third 
and Fourth Lady of Tomb 
Ralder is coming soon to 
a Dreamcast—and a 
theater-near you. 


0 a Surprise move that rocked us in 

our socks here at ODCM, Eidos and Sega 
have confirmed it. Tomb Raider is coming 
to Dreamcast-—in as little as a month! 
That's like tomorrow, in industry time. But 
thanks to the happy fact that its exclusivity 
deal with Sony has just run out, Eidos has 
leapt at the chance to boost its lovely iady 
up a handfui of polys to 128bit. We caught 
up with Adrian Smith, Core’s main guy and 
self-titled ‘Judge and Juror’ on all things 
Lara, to get some answers about Eidos’ 
announcement of DC Tomb Raider IV: 
Last Revelation. 


ODCM Why keep it secret for so long? The 
Sony problem? 

Adrian Smith Yes, we had an agreement with 
Sony, which we honored. It was no secret that 
the deal would run out come Christmastime. 
And now, It’s a good time to announce the 
Dreamcast version. 


ODCM What are the specific changes 
between PC and DC versions? 
AS In essence, the game is the same—but 


we've tweaked it to use the power of 
Dreamcast. The game runs at 60fps straight 
off, so we can display all of Lara's 
animations super, super smooth and slick. 
Then there're the little things you'd 
expect...when you start getting [shadows] 
cast onto walls and ceilings from light 
sources, it looks really, really dramatic. 


ODCM So are you going to do this game for 
DC, and stop there—kind of like Namco with 
Sou! Calibur—or do you hope to do another? 
AS If you look at our history with Sega (and 

| speak as Core, not Eidos) we have very old, 
old relationships. We've always been there: 
Lara, was originally there with the launch of 
Saturn. We're delighted that we can give Tomb 
Raider IV: The Last Revelation back to Sega. 


ODCM Have you received much feedback 
on TRIV? 

AS To be honest, | haven't seen many of the 
Amenican reviews. But TR is a six-year-old 
game. It's lke a bear—this lumbering old 
monster that's still sort of draws breath, but 
we're always very conscious about it. We're 





also very conscious of the next generation. 


ODCM If it does well on DC, will you do 
another one? 

AS No, | don't think so—not yet. Our minds 
are already made up—Fighting Force and this 
game are the two titles we'll do for DC for now. 
Then we'll start looking toward the future. 


ODCM When’s the game due? 
AS March. And currently, there's no reason 
why we can't hit that deadline. 


ODCM What about the movie? Do you have a 
director yet? 

AS Not yet. But obviously, the movie script 
that I've got Is really good. We can give 
creative input, but as far as we're concerned 
it's true to Lara's character. She's not getting 
her [breasts] out or anything like that. It's 
representative of what we'd like to see 
(Speak for yourself!—Ed.). Otherwise, we're 
leaving the moviemaking to those guys and 
just doing the game—which a lot of people 
are going to be really happy about. It's 
gonna be great. 
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God ig. Jn the machine; 10N, 
Storny’s RPG is said to save 
the integrity of game 
developrvent 


ON Storm's long-awaited ection RPG is going to make it to 
Oreamcast, end we couldn't be more excited about the 
proposition. Indications are that thls company hee much 
love for Sega's machine, end that the project may elready 
be underway, 


As one of the most ambitious projects ever undertaken in this 
industry, Deus Ex has more potential than almost any other title on 


the honzon to revolutionize the electronic gaming expenence. 
From the mind of Warren Spector (Uitrma Underworld, System 
Shock), Deus Ex is set in @ bleak, violent future filled with 


government conspiracies, cybertechnology and a host of vanous 


mind-bendmg what 
dealings and plot 
fates, “At its core 


Players will expose secret government 


avél, this game ts about choice and 


consequence,” Spector told ign.pc. “There won't be any response 


that doesn’t have some kind of effect on the game world.” 
Every conversation can be taken in multiple directions, and 
every object in the game can be manipulated in creative and 


Significant ways, giving the game an unmatched level of heart-and- 
soul realism. And in this game’s world, violence is an option rather 
can approach each and every situation 
with instincts and integrity intact, thinking about a lot more than 


than a necessity. Playel 


simply where to put the bullets. 

And amazingly enough, alt of this 1s but a smail part of (ON 
Storm’s colossal plan. it’s just the sort of progressive approach 
that will lft gai up by Its bootstraps, out of that trap of 
creative cessation. 
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ind make choices that actually determine their 


Infogrames’ action RPE. ji s f 
Silver, is finally setto aw ¢ 
waves. bn Oreamcast..\ 9 ** i, 


Infogrames’ sword and sorcery 
RPG is finally Dreamcast bound 


aving played the upcoming Dreamcast version of Silver (don’t you wish you 
were here?), we at ODCM have decided that the game should've been a 
console RPG from the get-go (and yes, that's ‘officlal’). Everything from Its 
storyline and real-time hack-‘n-slash fighting engine to Its graphical style (FFVII) 
seems designed with console gamers In mind. But better late than never. The 
folks at Infogrames are hard at work, porting over what looks to be an excellent 
conversion of an excellent action-RPG: and they've promlsed to put It In your 
hands by Summer 2000. 
Developed by Spiral House in the UK, Silver is set in a land of 
swords and sorcery, designed as a combination of beautiful 
hand-drawn backgrounds and polygonal characters—all in 
luscious, high-resolution 16-bit color, complete with 
improved effects and loading times for the DC version. 
The character control has been changed from the 
PC’s point-and-click method to a more console- 
oriented approach, in 
which players have 
direct control of 
their character via 
the analog pad. ( 
With lush al 
environments 
and voice-acted 
dialog 
throughout, 
Silver looks to be 
golden. Look for our 
complete preview In 
issue #5, 


DC SQUARED? 

a 
WHILE IT WAY NOT be the dream pelring we hed hoped for, 
Electronic Arts Square Is reportedly looking Into bringing US 
games to the Oreamcast In Jepan, EA Square hee already 
begun to develop Its own gemes, end to publish forelgn 
titlee In Japan for compentee other then its direct 
affillates (e.g., Core’e Fighting Force, etc.)—but what 
does this mean for gamers here or In Jepan? Could 
depanese gamers see titles euch ee Commend & 
Conquer released on Oreemcast? Not necessarlly. 
EA In the US hee so far declined to releese or 
publleh games domesticall It just heve to 
welt and eee what EA Squere’e decision means 
for Jepen. ee NE: 


- 


—_ 


Vv 


« Sega has fired up a special 
network server in Japen for online 
Virtual On: Oratorio Tangram 
players. For ¥9 a minute, gamers 
can face off against other pleyers 
across the network with 60fps 
results. Sweet, 


« Psykio’s 20 arcade shooter, 
Gunbird 2, is headed to Japenese 


oi AN 


Oreamcasts as part of a 
partnership project between the 
company and Capcom, The home 
version will sport new features 
such as a voice mode and an 
illustration Gallery, which can be 
unlocked In stages with high 
scores, Gunbird 2 plays most Ilke 
Capcom's US-bound GigaWing, 
with gamers controlling an airship 
through top-down scrolling action. 
Capcom character Morrigan ts one 
of the secret playable ‘pilots’ in 
the game. 


* SNK will release a Dreamcast 
port of its arcade title, The King of 
Fighters '99 Evolution this March 
In Japan—complete with new 3D 
backgrounds and intemet 
compatibility, 


« It's rumored that Capcom Japan 
=a 1S Planning on seleasing new, 
=. internet-compatible versions of a 
we handful of its 2D fighters, 

J including Jo.o’s Venture and SF 
Hk: W impact, which wilt 
supposedly allow gamers to 

fight online. Unconfirmed, but 
stay tuned. 


* Will Leon Kennedy appear in 
RE: Code Veronica? News items 
on the net report spotting the 
specific voice actor’s name (Paul 
Haddad) in an online database 
showing credits for the game. 
Is tt true? We'll wait and see, 


www.OallyRader.com 








1-6886-GAME-CAVE 


For questions, call our INFORMATION LINE: (626) 930-1 300 


ee ee 
fe-stock fee. Import PiayStation games ore not compatible with some systems. 


Legacy of Kain: Soul Reaver 
The legacy makes it's way to the 
Dreamcast with new textures. 
models and blistenng frame 

tates Don't miss this one! 


© $39.99 us oc 


NBA Showtime 
us DC 


$42.99 


Castlevania Resurrection 
us DC 


Street Fighter Aipha 3 
us oc 


$42.99 


ECW Hardcore Revolution 
us oC 


$43.99 


eh ee spat’ > cher ge ol 
all of visit www.gamecave.com for details. 
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Dreamcast Software : 


4 
Bass Fishin: 
Bark Angel Varna Apocaly 

el Vampire pse 
Dead orale 2 


Dy: 

ECW Hardcore Revolution 
ESPN Baseball Tonight 
ESPN NBA 2 Night 
ee Force 2 


deromy Mecrah Supercross 2000 
Jimmy White's 
tree ati San 

a in: joaver 
MOK? 


NBA 2K 


Aero Dancing Todorok's HD. 
All eran, Pro. Wiesting 2 
Bangaioh 


InterAct Astro Pad 
Controller for Dreamcast 


aa Visual Memory Unit 


InterAct Concept 4 Racing 
Wheel for Dreamcast 


$39.99 NEL Blitz 3000 
$42.99 NFL Quarterback Club 2000 
$49. 33 Ni pares Creatures 2 


$43: 98 Rayman 2 
$40.99 Re-Volt 
$45.99 Roadster Trophy 
$43.99 Sega Rall 2 
$39.99 Shadow 
$39.99 Slava Ze 
$37,99 Soul nba 
Calt) ea) Park Chev’s Luv Shack 
ae paaacad 


$44.95 Viste Fy 2nd Offense 
$39.89 | Virtua Fighter 3TB 
$37.95 | Wid Metal Country 
$45.99 | WWF Attitude 


ee Street Fighter 3 W Impact 
Contents Included: depen 


« Core System 
«1 Controller 
* Modem Unit 


Hiyruu No Ken Reteuden _ 
Langnsser Millenium 
Marionette Company 


y 
Mercunus Pr 
tenet ins ting 4 
lew Ja} ro Wresttil 
Spa08 Griffon Hemiet = 


oar AD 21 4 
indercover 02 Berserk 


Import DC 


$54.99 


InterAct Fission Fishing InterAct Tremor Pak 


Controller for Dreamcast 


Sakura Wars 3 
Import OC 


Call 


Agetec Fighting Stick 


for Dreamcast (Import) for Dreamcast 


8 
3 


S Bes 
peseseee. 


Space Channel 5 
Import DC 


$62.99 


3 


Sega GT Homologation 
Special 
Sega's answer to Gran Tunsmo, Sega 


GT promises ultra realistic racing and tha 
most unbeliveabie graphics you've aver 


seen in a racert 
Import DC 


© $59.99 


Ecco the Dolphin 
import DC 


$52.99 


Rambow Cotton 
Import DC 


Bip Hazard. g 
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"To really understand 


how decomposed these _ 
zombies are you have | 
to be in close personal 
contact,” Stick thought 
as he smashed his fist 
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SCREEN GRABS* SUCK 
SEE IT FOR REAL AT 
sega com/games 


s 
a ..< 
ghoul. But this was no time for theory. 
Three new bonebags were moving in 
fast, and Stick had lost his gun. They 
charged. He wrecked the first one | 
with a series of quick uppers, clocked 
the other one with an elbow pop, and 
dropped the third guy with a reverse 
rocket crotch kick. Then he spotted 
his gun. Unfortunately, it was stuck in 
= his face with a zombie behind it. "Yo, 
voodoo child,” said Stick "Your trigger 
finger’s missing...” sega.com/games, 
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*If you're too lazy to 
go online and see this 
awesome game for real, 
here are some motionless, 
four color dots on 20ib, 
30% recycled paper that 
do this game no justice 
whatsoever. For example, 
in frame 2 you can't 
see that you can punch, 
kick, landmine, bazooka, 
and powerdrill your way 
through seven levels of 


bloodthirsty fiends or go 

two-player while you try 

to survive death rays, WIII It be Wrestlemania 2000 
drowning in green slime, (pletured ebove) that makes an 


and zombies who steal 
your gun and smoke your 
ass like a Virginia ham. 
So stop farting around 
and see it for real at 
sega.com/games 


updated appearance on DC? 


Barrv0e | parce 9 | 
Hail to the King 
THQ bring Evil Dead and WWF to the Dreamcast bash 


Ith only a car-chase racing title, Felony Pursuit, on its Dreamcast plate for 2000, 

THQ has finally committed full force to the system. With a solid lIneup of games 
announced for Summer release, the Ilst Includes some notable treats for both wrestling 
fans and actlon/adventure Junkles. 

At the top of the list is Evil Dead, in development for both the PlayStation 2 and DC. 
Heavy Iron Studios, a development group comprised primarily of members of Square's former 
Parasite Eve development team, will be bringing Sam Raimi's cult-classic to the interactive 
small screen. If the team can capture the 
hilarious, frenetic pace of the film, we might be in 
for a real treat. Expect plenty of survival horror 
and humor this Fall, when the game releases. 

And a game that wrestling fans have 
clamored for has finally been revealed for DC. 

THQ has an as-yet-unnamed WWF game in 
the works for Dreamcast, utilizing the engine 
developed by the Japanese company, Yukes 
(Berserk), which will bring the violent world 
of spandex-clad soap-opera home. While 

we suspect that it will be none other than 

an updated, smack-talking Wrestlemania 
2000, it should finally give DC owners a 
good wrestling game. It debuts this Fall: 
keep those fingers crossed. 

THQ’s remaining games consist of 
two MTV-lcensed sports titles, including 
a skateboarding sim modeled after 
Crave’s upcoming Tony Hawk ProSkater, 
and a BMX racer full of the obligatory 
licensed tricks and bands that no one 
but MTV Sports can guarantee. MTV 
Sports: Skateboarding Is due this 
Summer, while MTV Sports: BMX 
will follow in the Fall. Looks like a 
busy year for THQ on Dreamcast. 





comments equal the 
shot heard ‘round 
the industry 


he brownish puddle of controversy began to form around Sega HQ when news sites 
le a few choice (or chatty) comments that Sega Japan President, Shoichiro 
lrimajiri, made to the Japanese press in late '99. Broadly and openly, he 
stated that the future of Sega would be in online-only products, 
and that hardware would soon cease to be developed. Shock, 
shock, horror! Um...what? The question boils down to this: 
will Dreamcast be Sega's hardware swan song? Sega 
CEO Isao Okawa has furthered this rumor by 
emphasizing—repeated|ly—that Sega's primary area 
of expertise is in game development. When asked 
about Sega’s plans for next-gen consoles, Mr. 
Okawa responded, “I can’t comment on that, 
but | will say that our future doesn't necessarily 
lie in the hardware business.” According to 
Sega's own press releases, the company plans 
to divide its tech- and game-development 
teams into separate companies who will still 
develop product for Sega—with one inhouse 
software development subsidiary left intact, 
headed by none other than Yuji Naka, himself. 
Theoretically, this means that AM3 could develop 
Virtua Fighter 7 for, say, PS4 or N-512. Whether Sega 
would allow this to happen or not is unknown, but it 
does appear to be a possibility. We'll get you a bigger (and 
clearer) picture just as soon as we've seen it. 


NIGHTMARES 
INTO DREAMS 


LATEBREAKING REPORTS HAVE CONFIRMED 
that Kalisto’s monster-infested action sequel, 
Nightmare Creatures 2, is indeed headed to 
Dreamcast for a late March release. And the 
French-based company has found an unlikely 
publisher in Konami, who is hard at work on its 
own supernatural slasher, Castlevania: 
Resurrection. While little is actually known about 
the hands-on gameplay in Nightmare Creatures 2, 
the updated game engine Is reportedly looking 
and playing quite smoothly at this early date. 
We're hoping to bring you a full preview or review 
in the next ODCM to find out exactly how 
different the sequel is from the original. 












Nigfitmare "= 
Creetures 2 
comes to DE. 
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¢ Online rumor milis and 
Japanese pubs have begun 
buzzing ebout the possibility of a 
Daytona 2 conversion for 
Dreamcast later this year. We 
have a hunch that these rumors 
will pan out—but stay tuned as we 
leam mora. 














The eharp resemblence between Spece Channel 5's Ulale 
end dance bend Deee-Lite’s Miss Lady Kier Is unmistakable. 
We, of course, belleve thet Ulala le the eexler of the two, but 
thet'e Inelgnificent—most of us are freeks with elck cartoon- 
chick fetlehes. Speeking of which, In light of the 'Nude Ralder’ 
patch, we're hoping for ¢ elmiler ‘Nudelale’ concept for SC5. 
Flret reader who finde It gets free hemeters for e year (or any 
other emell rodent of equel or lesser value). 





ASCII/Yukes’ action title Berserk, 
US publishers have bean anxious 
to get their mitts on it. It now 
looks like Eidos is the company 
closest to inking the de: 

goes through, we might si 

game in the US as early as this 
Summer. 


* Along with six other as-yet 
unnamed titles for 2000, 
Acclaim’s futunstic, self- 
proclaimed ‘Ridge Race: 
killer’, Ve Paint has 
been confirmed for release on 
Dreamcast. The former 
PlayStation exclusive Is shaping 
up to be killer competition for not 
only Sony's Gran Turismo 2, but 
Sega's own imminent Sega GT. 
More details next issue. 


We’re looking forward to... 







Tony Hawk Pro Skater 
* The atest from Japan 
hard at work on developing an 


Oratorio Tangram, which will 
include improved battle gameplay 
and other features. 






- Quake 3 / Half-Life 


Virtual On: OT news, 

d that although SOJ 

up tha opportunity to 
bring the game to the US (due to 
the costfactor of Sega's ‘you- . 
need“em-o-playat’ peripheral Twin 
Sticks), third-party publishar 
Infogrames ts looking into giving 
US gamars a taste of the mach 
tn Japan. Stay tuned. 


looking forward to... 


Shenmue (US) 


Phantasy Star Online 


Panzer Dragoon Saga 2 








* ASC Games (TNN Hardcore 

Heat) officially closed its doors in 

January. While the company didn't 
REE eo aR, have any DC games scheduled In 
Its immediate lineup for 2000, the 
rest of its titles for PC will be sold 
off for completion. 


Tekken Tag Tournament 


Got a game you're dreaming about for DC? Send your 


submissions to: hotlist@dreamcastmagazine.com end let 
them be heard 


www.DellyReder.com 
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DC GADGET 


Sega Japan goes crunchy 
nutty with peripherals 


0 one can accessonze like the Japanese. They have the 

coolest shoes (certainly the tallest), bags, socks, hats—you 
name it, they've got it. Of course, there are also scores of utterly 
useless add-ons, like shoe umbrellas—but even these natty little 
items probably find a market somewhere: there’s a whole world 
full of fastidious people (and shoes) who simply can’t abide 
getting wet. So really, it's only fitting that the onslaught In Japan 
of various Year 2000 limited-edition Dreamcast packages 
(including two different Seaman and Code Veronica editions and 
two Hello Kitty DC fun packs) should spark the development of a 
whole new era of penpherals for Japanese gamers, 
Among the most notable are: 



























* DC Millannium controllers, Created to celebrate the passing of 
1999 and the success of Dreamcast, these highly 
limited-edition DC Millennium controllers are 
standard fare technically, but they come in 
a range of four colors to dress up the 
mass-market beige console unit. 
Whether these controllers will 
make it to the US ts doubtful, 
but they sell at online 
Import sites for 
approximately $35. And 
they are quite nice 
looking, aren't they? 


° PHS Modem. 
While not officially 
confirmed by SOJ, 
reports point to. 
the fact that Sega 
Japan ts working 
on a way of linking 
the Dreamcast to 
the Internet using 
PHS cellular 
phones and a PHS 
modem. The 
function would 
allow gamers 
and DC 
owners to 
access Mode 
services from 
any location 
in Japan. 
Interesting. 


© DC Tuner. Nikkei 
Net in Japan says that 
Sega ts testing satellite 
tuners for the DC that 
access data broadcasts running 
during TV shows. Price is tentatively 
set at ¥10,000, or $100 US, 


iT ‘ 
eiselied | Konami | 2000 
Being developed in supposed secrat by Konami top dog Hideo 
Kojima (MGS), Reiselied has bean a hopeful gtimmer on the 
Draameast horizon ever since the system launched. But during tha 
Fall Tokyo Game Show, DC owners wera shocked and horriflad to 
discovar that tha promising RPG was not slatad to grace thelr 
favorite consola, after all. Instead, the game has shifted systems 
in midstraam and is dua for a PS2 release latar this yaar, Sob, sob. 
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According to reputable online sites aed import shops, e solution to the GD-swapping 
technique for playing Jepenese games on e domestic DC, and vice versa, is about to 
arrive for US gemers. But you'll heve to pert with your system for a week or two. 





AS four long, import-free months, US Dreamcast owners can rejoice: 

an international cartel of hackers has finally devised a mod chip for the 
Dreamcast. Much like its Playstation equivalent, the mod chip allows DC owners 
to play all Japanese games on their US systems (and vice-versa), completely 
swap- and hassle-free. The catch? The chip must be installed by a professional, 
which usually means shipping your $200 system off ta a random address in the 
middle of nowhere sa same guy with a beer gut and a fly swatter can poke around 
in your console’s guts (unless you're very confident in your saldering ability, in 
which case you can order the chip and accompanying instructions and install it 
yourself), The whole process Is estimated to cost gamers a mere $55-60, but 
this does not include postage or shipping costs (or sundry expenses that even 
we can’t anticipate). 

The good news !s that Sega has no current plans to combat the sale or use 
af the mod chip, which means that all of these shady-sounding dealings can be 
accomplished within the law. Because of Its belief that the GDROM format can 
be copied by only a few plants in the world, Sega feels sure that software piracy 
won’t be an issue. Well, okay, Sega. If you say so. 

One of the retailers offering the modification service Is an online mail-order 
site called National Console Support (www.ncsx.com), You can ask also ask your 
local video games shop for other online listings. The ‘change’ Is available only to 
gamers with Asian, Japanese or US consoles, and It’s only for use with NTSC 
compatible games. At any rate, this is certainly good news for gamers who want 
the latest and greatest from the Far East—and for early-adopters of import 
systems who don’t want to start domestic. . 


* Japanese news source Nikker 
Net has reported recently that 
Sega loses approximately $20 on 
each system it sells retail, If this is 
true, it puts Sega very deep into 
tha red. Sega has fired back with 
its own figures, which show a $4 
profit on each system 
manufactured and sold, 

The debate continues. 


* Acclaim hes renemed Bizarre 
Creations’ fluffy, fire-powered 
shooter Furballs a more battle- 
ready Fur Fighters. 


© In January, former Sega head- 
honcho Bernie Stolar signed on as 
President of Mattel Interactive, the 
company responsible for virtual 
Barbie games (at least we know 
who to blame). But don’t ery for 
Bernie. We’re quite sure that he's 
raking in more than our entire 
staff (and its families), combined, 
Not to mention that life-sized 
Barbie Dreamhouse (with life-sized 
Barble included) he’s probably 
ving in. 


* In other RE: Code Veronica 
news, Sega hes released the Code 
Veronica Limited Box in two 
versions: a transparent pink 
system with controller and VMU 
(labeled the Claire’ system), and a 
dark blue system, controller and 
YVMU with a S.T.A.R.S. logo. Both 
systems will be produced in very 
limited quantities (4200 Cleire 
DCs and BOO S.T.A.R.S. DCs) and 
were initially available through a 
special online offer on Sega's site, 
Hopefuls entered their names in 
January, and winners were posted 
on both Sega's and Capcom’s. 
Japanese sites. 


* Sega announced that over 1.5 
milhon Dreamcasts had been sold 


number, for a system out for less 
than six months. In Eurape, the 
number has reached a staggering 
650,000 units—a huge number for 
the region. Congrats, Sega. 


* In December, Namca celebrated 
the one million mark for sales of 
Sout Calibur by posting a handful 
of new VMU mini-games an its. 
Japanese website. 
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The Chewy Insides Send an editor to Japan 
during the launch of a Sega game (in this case, the 
mah-valous Space Channel 5) and watch him come back 
with a playable demo—two weeks before its release!—one 
gorgeous Japanese Official DC Mag,and two mini-tees Just 
big enough to fit a starving toddler (or a supermodel). 


The Hard Candy Coating cost: the price of a 
pair of sturdy kneepads. We begged SOJ for these goods. 
Oefinitely not for sale. 













The Chewy Insides 

File under; Japan gets the coolest swag. For the 
release of Sonic Team's Chu Chu Rocket, Sega 

Packaged the game along with a limited-edition 
transparent orange OC controller. 


The Hard Candy Coating chu2 hits the US 
in March, but don’t count on this prize to make the 
trip. It's available only in Japan for ¥5,040 ($50 US). 


All the swag that’s fit to print, and a bit more for good\measure 


S if the fame, fortune and ornamental 
supermodels weren't enough, we 


(“wait a minute, we paid 6 billion yen for that 
paper...”). But the trump card In this month's stacked 


videogame Journalists get to indulge ina bit deck is, without a doubt, the gloriously pink Hello Kitty 


of post-Christmas tchachke-collecting, to 

boot. This month's stash comes from our 
recent trip to Japan, where we raided several 
unsuspecting shops for all they were worth (or 
perhaps the other way around, considering how much 
cash we blew along the way). We've got clothes, 
calendars, and even some shiny laminated paper 


A , 
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Dreamcast. We all agree that there are few things that 
impress a girl more than a guy who plays videogames 
with his pink Hello Kitty and Friends DC console. 
Chicks dig tt. Oh, and if anyone out there happens to 
have any extra fame, fortune, or supermodels to 
spare, please send them our way. Ours were rented 
(and you should see the late fees). 


Guwaoot Reaan 


* 


The Chewy Insides while 
perusing some of the shops in good ol’ 
Shibuya, we stumbled across these OC 
goodies sitting in a store window. An 
Inflatable pillow (with feathers insidel}, a 
plastic tumbler and a nifty DC clock for 
reminding you when to take a break from 
an all-night gaming bender. 


The Hard Candy Coating Any of 

the Items shown can be purchased 

through Sega Japan's website, but you'll 

need a credit card and a conversion chart 

for Yen. The pillow costs a mere ¥1500, 

and the tumbler ¥350. The clock? We % > 
haven't a clue, unfortunately. ‘ . _ eearoava Vi i 





The Chewy Insides To those of us who ¢ 
were lucky enough to have attended the 

Sega/Red Co. press event for Sakura 2000 

Project's fanfared unveiling, a special 

commemorative hard-cover book and cellphone 

strap were given out. A cry of 'wa sugoil’ was 

heard from otakus around the world. 


The Hard Candy Coating Special 
press items. Oefinttely not for sale. 
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The Chewy Insides Ai the fledging Naka-be's 
have ‘em: Sonic Team tees, complete with mint-Chaos (oh, 
they're already mini?) marking the front and inside tag for 
Sonic junkies across the land. And they actually come in 
sizes that real people can wear. 


The Hard Candy Coating A special treat for 
games Journalists with a Naka fascination that goes 
beyond words. Not for sale. Or maybe for the price 

of your soul. 





| ww YT a = 
Y Pprit Pa 
f : The Chewy Insides After he’s spent nearly ¥3 billion on development, 
L L advertising and promotion for Shenmue, why not help Yu Suzuki absorb some of 

The Chewy Insides the costs by picking up these cool, limited edition goods—a pack of postcards 

A complete soundtrack to a gaming (left), a SD-form VMU chain featuring Shenmue characters (center), or a handy 

masterpiece, featuring two discs plastic CD case (right)? The art book (center-top) was given to attendees of 

Sporting nearly 60 orchestral jewels for Shenmue events in Japan. 

your listening pleasure. A must-have for 

real fans {you know who you are). The Hard Candy Coating while these amazing goods are only available 
in Japan (where they run rampant), you may be able to find them in your local 

The Hard Candy Coating import store within the $10-30 price range. 


Available at most import game shops 
for the cheap (and approximate) asking 
price of $25. 


The Chewy Insides emai... 
the last frontier for Sanrio and Its 
Infectiously cute mascot, Hello Kitty 
And with Sega's Hello Kitty limited 
edition DC package, the magic of 
email, too, will soon be trapped like a 
rat beneath the monstrous paw of this 
red-ribboned feline. Included in the 
box: 

DC Keyboard, VMU, one controller, DC 
console, Dream Passport disc with 
special email functions, and a copy of 
Hello Kitty Garden Panic puzzle game. 
Comes in blue (for boys!) or pink. 


The Hard Candy Coating 

i The entire package will cost you 

| approximately ¥36,540 ($360 US). 

; Price does not include dentist bills for 
subsequent fillings of cavities caused 

by overexposure to sticky sweets. 


























The Chewy Insides what 
more could an RPG fan want besides 
a slightly flimsy, totally useless 
Eternal Arcadia laminated paper 
holder? Okay, they could maybe want 
the game and something...oh, I don’t 
know, useful, but we won't argue. 


The Hard Candy Coating 
A gift to our editor from the Eternal! 
Arcadia team, we're not quite sure if 
they're available for sale in Japan. 


www DailyRadar.com 
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DIRECT World 


In tha bustiing metropolis of Shibuya, 
Japan, tha sight of a giant screen 
glued to tha sida of a skyscraper 
showing images of Skittles-colored 
alians and a plastleskirted haroina 
doesn't even cause a raised 

eyebrow. Cool. 


000 


Moroliens touch down in Japan, and ODCM is at ground zero 


ardly a weekend passes by in Japan without 

the Jaunch of a new videogame on the 
streets of Tokyo. It goes like this: a stage is 
erected and emblazoned with the game’s logo 
and graphics. Then, the super-cute promo 
girlies—usually dressed as game characters— 
bounce out and shriek hysterically at an 
audience of decidedly un-hip male gamers (who 
are mostly hiding in bemusement behind the 
vlewfinders of their video cameras) as if they’ve 
all been suddenly turned Into Beatles. 

But there are launches and there are faunches. 
And the roll-out of Sega's ultra-hip, dance-‘em-up 
Space Channei 5—as witnessed by ODCM just a few 
weeks before the game went on sale—was on a truly 
blockbuster scale, bringing Tokyo traffic to a near- 
standstill. The famous neon skyline of Hachiko 
Square in shopping mecca Shibuya served as a 
backdrop for the Jumbotron, a ridiculously huge, 
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ridiculously new, backlit demo-screen, which covered 
almost one entire side of a building. 

Space Channel 5's heroine Ulala—a game 
character who's sexy and chic enough to make Lara 
Croft consider a career stacking boxes—was, of 
course, the star of the show. Her real-life 
persona/person danced and strutted on a nearby 
stage and was projected onto the demo-screen, 
where she was joined by the charismatic duo of Sega 
head honcho Irimajiri-san and the game's producer 
Tetsuya Mizuguchi at the climax of the event. 

But oddly enough, It was a troop of life-sized 
dancing Moroliens (Space Channei 5's teletubby-like 
aliens) who really made the news: sort of. One of 
Tokyo's biggest dally newspapers arrived on stands 
with a clever spoof coverpage, which depicted an 
army of Moroliens dancing through Tokyo's streets 
beneath a headline declaring a state of emergency. 
Of course, the truth wasn't any less strange. 


eon 
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* Shortly before the release of 
Shenmue—Chapter 1: Yokosuka, 
creator Yu Suzuki announced that 
subsequent chaptars will include 
fess speech and text In favor of 
communication through facial 
axpressions and physical gestures. 
Sounds Ilke a good idae to us, os 
this change will allow absolutely 
anyona, including young childran, 
English apeakers and animals 
(okay, mayba not tha laat ona), 
to undarstand and anjoy tha raat 
of tha aariaa. Tha naxt four- 
chepter instaliment ie set to 
begin with Shenmue—Chapter 2: 
Mainland Chine. 


* jn other Shenmue-+elated news, 
it’s estimated that Sega will spend 
approximately ¥7 billion (roughly 
$70 mil US) on tha entira Shenmue 
series. This amount reportedly 
Includes advertising and promotion 
costs, in addition to the bill for 
actual development. Chapter 1: 
Yokosuka alone has set Sega back 
approximately ¥3 billlon—ouch (but 
keep this sum in perspective: 
Squere shelled out $30-40 million 
on Final Fantasy Vi). 


* Ganki (Tokyo Extrema Racing) 


ie currently working on a new 
platformer named Super 
Magnetic Niu Niu. A cartoonish 


affalr, Niu Niu features a lead 
robot character with attacks that 
renga from a dash attack te a 
magnetic ahleld. Tha gama 
features 21 different stages 
apread across four worlds. Niu 
Niu relaoses on Fab. 4. 


* Tha recently formad Japanesa 
davelopar Cavie, Inc. has 
announced Its intention to begin 


publiahing and developing games 
for multipia platforms (Oreameast 
Includad) based on anima 
frenchises. Cavia already haa 
tities based on Mononoke Hime 
(Princess Mononoke) and My 
Neighbor Totorro in tha works for 
relaase in 2001. 
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our years in development achieving some very lofty goals, Japanese 
developers Pulse interactive are at work putting the finishing touches on 
Undercover 2025AD Kei, a 3D action/adventure game aimed at rivaling 
Square’s Parasite Eve and Capcom’s RE: Code Veronica—and in more than just 
the cheesecake department. At the forefront of the game stands Kel 
Sameshima, a well-armed detective In the Tokyo Police Department, who Is sent 
on assignment to ferret out the heads of various crime syndicates. The game 
spans several different areas including a bustling metropolis (Tokyo), a 
waterfront in which Kei will be able to pilot a boat (Bay 
Area), and a gambling den (Casino). 

The main draw, besides Kel’s ability to interact with a 
multitude of important characters, is your chance to 
control a number of different vehicles and equip 
yourself with a ton of various weapons. Therefore, you 
can expect to land behind the controls of, say, a 
helicopter, while chasing down crime bosses with an Uzi. 
And with Pulse throwing in names like DJ Gomi (Space 
Channel 5) for the soundtrack and Kenichi Kutsugi (manga 
artist) for character designs, there’s good reason to expect a 
game beyond just an ordinary shoot ‘em up. 

While we haven't seen anything playable as of yet, the latest screens 
and art from Pulse show that much of the game will be unraveling in real- 
time cinemas, as well as action and adventure segments. Undercover 2025AD 
Kei should be hitting the shelves in Japan as you read this, and we've got a 
good hunch that the US publisher might be mothership Sega. With some big 
names tn the mix and very promising gameplay, expect to see an In-depth preview 
in ODCM as early as this summer. 


Top 10 Best-Selling DC Games in Japan 
SOURCE: WEEKLY DC MAGAZINE (JAN. 23) 
1 | Berserk (asc 

2 | Space Channel 5 (seza) 

3 | SF Ill: W Impact (cepcom 

4 | Seaman serum 

5 i Virtual on: OT (sega) 

6 Virtua Striker 2 Ver. 2000.1 (Sega) 
7 | Xmas Seaman (Wena e 

8 Let's Play Golf (gottomup) 

9 | Sunrise Elyutan (Sunnse interactive) 

10| }League Let's Make ProSoccer Club (sez) 


BERSERK 

PUBLISHER: ASCil 

DEVELOPER: Yukes 

Based on a popular anima series shown on 
Japanese TV, Berserk's medieval theme and 
gory fight scenes have already attracted the eya 
of more than one US publisher. Though a bit 
heavy on the amount of cinemas in the game, 


Berserk does deliver fantastic action. 






















Sega's multiplayer phenom 
hits DC with a vengeance 


han tha brillant Sonic Taam announced Its four games in 
development last yeer, many were disappointad thet ¢ 
equal to Saturn jewel NIGHTS Into Oreams wasn't among tham. 
What we got instead was Sonic Adventure international (yawn), 
Phentasy Star Online (can't waitl), the arcade music creation 
Samba De Amigo, and an odd, somewhat homely (yet insidiously 
compelling) game named Chu-Chu Rocket. 
It turns out that Chu2 (as labeled by fans) is the best thing 


















Sega'e finest online moment of 99 is 
on its way to tha US this March. 


since, well, NIGHTS. The concept is : 

rather simple: place arrows on a ’ , 
2D playing field to lead ¢ maximum 

amount of ‘Chus’ (mice with an IQ of— 

well, mice) into rockets, while keeping 

them safe from biack holes and evil cats. The cats, in addition to: 
munching Chus, destroy rockets when they run Into them and thus 
need to be redirected as well. 

The single-player Puzzle mode with its 100 missions Is pure 
brainteaser that will challenge every last bit of your intelligence 
(unless you're a lot smarter than we are). Although no action—in the 
orthodox sense of the word—ts involved in this mode, it's one 
intense experience. 

While the multiplayer game ts already a biast against three 
computer-controlied enemies blessed with top-notch Al, competing 
against up to three humans will make sleep a thing of the past. 
Whoever saves the most mice wins! 

Chu2 1s so fresh and odd that it looks more than anything like 
the mutant offspring of the Beatles’ Yellow Submarine and 
Scrabble on rocket-fuel. The US version should hit store shelves in 
the coming months (probably by the time you read this) but if it’s 
released without the original's online compatibility, heads will roll at 
Sega. We promise...In the meantime, check out the demo on this 
issua's GD-ROM, and experience the frantic weirdness for yourself. 


Wit 


Shenmue (of course) 





}. Garnaring decent applausa from tha raspacted Japanase 
gaming pub Weekly Famitsu, Yu Suzuki’s Shenmue scored 
33/40 upon Its Oacembar relaese. As ona of tha most 
anticlpatad games In Japan, the threa GOROM set (which 
Includes a Shanmue Passport GOROM as a fourth disc) also 
aaw ona of tha most succassful praordar campalgns avar. Hop 
on aver to our 2000 DC Coming Soon faature for mora news. 
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hen Atlus announced an unusual, first-person action game called Maken X, critics were 
A chentioat It seemed unlikely that a company renowned for Its quirky, yet popular RPGs would 
be able to pull It off. But Maken X surprised everyone. How did It happen? ODCM stopped In for a 
chat with creators Cozy Okada (Director of R&D) and Kazuma Kaneko (Art Director) for answers. 


OOCM: Why did you choose an action game, not an RPG? 
Cozy Okada: We have never been focused on developing 
only RPGs with the Megam: series. From the beginning, 
we Were always thinking of how to introduce more 
interaction into our games using the Megami Densetsu 
world. As one of the oldest and most famous series In 
Japan—starting on the 8bit Famicom!—we simply felt we 
were still too limited to take it to the next level. But when 
Sega gave us the specs of Dreamcast, we knew we finally 
had the capabilities to design the type of game we 
wanted to. Thus, Maken X was born. 

OOCM. Where did you get the idea for Maken X? 

CO: Mainly from the Megam! series tself. All our efforts 
were focused on the idea of Maken, right from the 
beginning Kazuma Kaneko: The hero in Maken X is a 
legendary blade called ‘Maken’, or ‘Magic Blade’. 

OOCM It wasn’t inspired by The Matrix, for example? 
KK: That movie is quite recent. CO: Yes, [when] it was 
released, the project was almost done. But | would love 
to have seen it much sooner! (Laughs.) CO: During all 
these years, we've been building a complete world with 
the Megami series, developing such concepts as the Sou! 
Hackers’ network (Sega Saturn), the Messiah theme, etc. 
When | went to see The Mairix, | was surprised to see 
how many similarities there were with our project. If 
Maken X were to be adapted into a movie, It would be 
very like The Matrix, 

OOCM: What Is Maken X about? 

KK. In a word, power—not in terms of strength, but rather 





“Maken X is the true hero of the game.” ~Kazuma Kaneko 








Intelligence: how the player reacts to the environment in 
order to triumph. Maken X ts the true hero of the game. 
it's a legendary blade, like Excalibur or the Muramasa. 
OOCM. Will the US version be different? 

KK The graphics will change, in order to take into 
consideration a few cultural points that could be harmful. 
Concerning the game options...CO: No, they are the same 
In both versions. KK The most difficult part of US 
localization is the sound. Since all characters have 
spoken dialog, tt must be recorded in English. 


\ % a Te tg 


The X-philes: Cozy Okada (right) and Kazuma Kaneko (left). 


OOCM. What do you think about the other first-person 
action titles in the US? : 

CO: This game is different— really want to note this clearly. 
Maken X may look similar to Quake, for example, but the 
gameplay Is totally different. In Quake, you shoot enemies 
from a distance. Maken X is more technical, more 
Interactive. Plus, the story is important. In a classic first- 
person action game, you have an unique scenario and 
when you finish the game, It Is over. Maken X has a 
genuine multtstory system. It is not a simple choice of ‘Yes’ 
or ‘No’ ina dialog box like some games. Depending on who 
you have brainjacked, encountered or fought, the story is 
always changing In realtime. You can also decide not to 
fight, and simply slip away. So each time is different. 
OOCM: Which game do you wish you had made? 

KK: | personally wanted to make House of the Dead 2. | 
love the atmosphere! | also like Robot Taisen. | can't 
wait until the release of the DC version. CO: For me, it’s 
Zelda—the 8bit version and Zelda: Ocarina of Time! 
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¢ Rumor or not, It's been said 
In tha Japanase press that Saga 
Jepan intends to release a 
satallita tuner for Oraamcast 
within tha naxt yaar—with a 
prica tag of ¥20,000 ($200 
US). Tha tunar will enabla OC 
owners to recelve deta 
transmitted directly from ¢ 
broadcasting satallita 


* Sega hes teamed up with 
NEC to deliver ¢ specie! GOROM 


capeble of turning your 
Oraamcast Into a MagaOriva 
(Ganasis) and PC Engina (Turbo 
Graphix-16) emulator. Slated to 
begin In February, tha GOROM 
will allow OC ownars to 
download 16bit NEC/Sega 
games Ilka Bonk's Adventure 
directly Into tha OC for one-play 
sessiona costing ¥100-300 ($1- 
3. US) par gama. Oownalda? 
Whan you turn off your OC, the 
game Is eresed from memory. 


* Sega has confirmed its 
intentiona to bring a port of tha 
Saturn version of Virtua Cop 2 
to OC, it'll be a strelght port, 
but Saga intenda to anhence 
grephics to eccommodata your 
Oreamcaat’a more powerful 


hardware, Get your lightguns 
ready; DCVC2 debuts on March 
2, for ¥2800 ($28 US). 


* Developer delties Treasure 
have committed to releasing a 
GDROM In Japan stuffed with 
porte of its older 16bit 
MegaDrive classics. It’s not 
known whether the 

be enhanced, but who really 
cares as long as you can play 
classics tke Gunstar Heroes on 
your DC? 


* Japanese gamers who 
preordered a copy of Resident 
Evil: Code Veronica are the new 
in-crowd, thanks to Capcom. A 
z will be given to 

fs who preorder, alon; 
with a limited edition version of 
the game featuring special title 
screens ond packaging. 
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Boy meets Virtual Gir 


r + ep 





Ithough It was never released in the US for any platform (barring an ill-fated 

PC attempted for PM2), the Princess Maker series has enjoyed plenty of 
success in Its native land—for reasons that only a Pokemon fanatle with a 
penchant for underage females can truly understand. But lucky for Importers 
{and the aforementioned deviants), the resource-management slm Princess 
Maker 4, In which players raise an adopted daughter from Infancy to 
womanhood, is on the way to Dreamcast—courtesy of Nine Lives, the company 
responsible for Princess Maker 3. (Whoops, only eight fives left! -Ed.) 

So far, little is known about the fourth installment in the PM series, but you can 
expect to be able to choose your little girl's diet, schedule and future career. If 
you're a good father, you'll raise a princess—but bad daddies will rear a dreaded 
minx of darkness (complete with leather lingerie and a mouthful of naughty 
innuendo, we're sure). Princess Maker 4 \s scheduled for a July release in Japan. 

In the same sim-related vein, NEC Interchannel will finally release the second 
chapier in its wildly popular series, Sentimental Grafitti, at the end of March (just 
missing the one-year anniversary date of its Saturn predecessor). In the original, 
you play a high school student who receives a mysterious, anonymous love letter, 
and begin a chase to figure out who sent it (the grueling detective work includes 
dinner and dates with twelve girls from your past to find out who the author Is). 
The sequel! promises extended gameplay length and more dialog. Romantic hijinks 
and comprimising positions will most likely ensue. 

While the likelihood of either of these titles making it Stateside is slim to none, 
you lucky (or lonely) importers may want to start brushing up on Kanji. Your 
Japanese Dreamcast Is suddenly the place to grab a date—or to raise one. 


S) 
Unlucky Seven 
KOEI serves up a new piece 


of survival horror pie with 
Seven Mansions 


Nn offshoot of a well known PlayStation sarles, KOEI's Seven 

Mansions (Sanritsu Bisho In Japan) Is riding the currant 
wave of survivel horror-typa adventura gamaa set to flood tha 
OC markat In tha coming montha But Sevan Mansions floats a 
longer board (so to speak) then most of Its competition, In the 
form of en unlqua two-player moda. 


© SAR ev ierorvall ie VP The 


The storyline stems from the 
disappearance of a university professor 
who has tra\ to a |emote island to 
visit a friend. Two of his students, 
concerned over his long absence, trail 
him to the isiand and begin their 
search. After a string of disturbing 

© place, the pair is 

and panic ensues. 
lay in Seven Marisions is 

diywied into single-player (‘Pair-Control’ 
system) ar two-player (‘Pair 
Combination’) modes. In one-player 
mode, gamers must control both 
characters, one at a time, to solve 
puzzles and stay alive. But with tha 
Pair Combination option, each 
player controls one character 
apiece on a split screen. From 
here on out, it's up to both 
players to help one another by 
shaming items and giving aid 
through tough spots. In some 
casi if one cheracter is trapped in 
a room with an enemy, the other 
player must find a way to untock 
the door from the outside and toss 
in a weapon. 

KOEI's only OC title scheduled 
for 2000, It's hoped that Seven 
Mansions will live up to its 
potential and give games like 
Kadokawa's The Ring and 
Jaleco's Carrier a run for their 
survival horror yen. Seven 
Mansions is currently available for import. 





| RINGING THE CHANGES 


FOLLOWING IN THE FOOTSTEPS of squara'a Parasite Eve, the Japanese company Kadokawa plans 
to translate ¢ populer serles of novels Into an Interactive adventure for Oreamcast owners. Ring chronicles 
tha Investigation of a string of bizarre daaths, which saam to ba caused by watching a mysterlous horror 
movia. Is it a curse? Or ¢ virus? 

The popularity of this storyline In Japan Is wall-proven. In the ‘90s, for Instance, a hit serles of movies 
followed tha axploits of ¢ young hero who had, himself, watched the horror movia In question and was givan 
only ten days to find tha couse end the cura before ha dled. Kadokawa's console contribution tweaks tha 
detalls a bit. it takes plece In the US, where a young sclantist namad Meg discovem that har friends and 
colleagues are dying from unknown causes, Tha only thing that thay hava In common Is a videogama callad 
Ring. To figure out what's golng on, Meg decides to taka tha plunge and play tha gama. From thls point 


} onward, tha game Is split Into two seperate sections: tha real world and tha virtual world within Ring. 


Gameplay mimics the Resident Evil serles, with Mag axploring both worlds while fending off ghouls end 
zomblas with tha help of her handy-dandy weaponry. Items also come Into play (soma ara only usable In tha 
spaciflc worlds they're found In). Lighting will also play an Important rola in The Ring (a le Silent Hii, with 
anamles belng attracted to Meg’s fleshilght In dark areas. It all bagins In Japan at the end of Fabruary. 
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> j DCDIRECT World 


<e Sery: 


he drought in DC gaming has now been quenched with 
T: slew of new titles, Including Shenmue. But what other 
games have bounced off Japanese shelves? Read on to 
find out what notable titles are now avallable for import. 






Strange but engaging, KID’e action game Treasure 
Strike features @ whimsical tale of treasure hunters and 
legendery epolls. As either a female or a male treasure 
hunter, you must battle your way through a hoard of 
stages using ARMS, tools for digging that also double as 
‘weapons, The Adventure Mode follows your progress in 
seerch of the Lotus, e treasure sald to grent its owner 

4 unbelievable powers. But it’s the four-player Battle Mode 
* that's cure to get gamers Interested. Split-screen and 
intemet play are evaileble In Jepan. 















With gameplay mimicking Nintendo's Starfox 64 
{forwerd scrolling, 360° movement), Cotton stars a cute 
witch whose skills Include both shooting and magic. 
Relying on her trusty feline companion, Silk, 
Cotton can alm and fire off spells belonging to 
all the different elements. During the game, If 
Cotton is knocked off her flying broom, she'll 
pee to foot it until she can grab another—a 















Complle’s cutesy characters 
4 pelr up with a dance beat In an off- 






the-wall dancing game to rivel Sega's 
i" own Space Chennel 5. Though it’e 

more in step with games Ilke Bust- 

A-Groova than with SC5’s rigid 
“Simon Says’ gameplay, Puyo 
Dale quirky premise and é f 
memorable cast has niche f 
game written all over it. 
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*If you're too lazy to go 
online and see this awe~ 
some game for real, here 
are some motionless, four 
color dots on 20!b, 30% 
recycled paper that do this 
game no justice whatsoever. 
For example, frame 2 can't 
show how the game got 
tired of playing pattycake 
with you, blew past and 
made you snort tailpipe 
for miles, Or how you can 
modify steering, suspension, 
gear ratios and tires on 19 
different rigs for varying 
weather conditions on 16 
tracks. Or that your trail 
brake powerslide on turn 

8 slung enough gravel to 
start a Ready Mix factory. 
So stop putzing around 
and see it for real at 
sega.com/games 
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SEGA MALLV2 
SCREEN GRABS* SUCK. 
SEE IT FOR REAL AT 
sega.com/games 
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ith the US release of the original 

(courtesy of Ubisoft) still fresh in 
gamers’ minds, Sting has slipped a sequel 
to Evolution under its belt with the 
Japanese release of Evolution 2. More 
than a follow-up, it’s a fulfillment of the 
company’s initlal development goals for 
the RPG—Including many vital ingredients 
of design and gameplay that were 
compromised In the first version, due to 
pressure to release the title in time for 
the Japanese DC launch. Now, In Its 
second Incarnation, the game’s evolution 
Is complete. 

The center of Evolution 2’s ingame world 
is the town of Museville. More townspeople 
have been added (interactions with whom 
will affect gameplay), as well as several new 
shops from which characters can buy 
goods. And although the map still includes 
only one actual town, gamers familiar with 
the original will be gratified to see the new 
version's expansion of environments 
outside of dungeons, including interactions 
that make Evolution 2 play more like a 
traditional RPG and less like a mere 
dungeon crawler. 

But the most marked changes are In the 
dungeons themselves. No more randomly 








With a bit more OC experience under its belt, Sting has 
released a much more evolved role-playing experlence 
with Evolution 2. With highs level of Interaction and 
fixed dungeon layouts—finally! A Oreamcast RPG has 


































generated dungeons and traps: Sting has 
Incorporated bigger mazes with fixed designs, 
so players can cruise through previous 
dungeons with a good idea of the layout in 
mind. Fixed dungeons also allow for events to 
take place during exploration—and for a new 
camera view of the action, as well (Instead of 
the overhead viewpoint used throughout the 
original, Evolution 2 implements a much 
more active camera which follows closely 
behind party members). 

The game’s system for finding items and 
opening chests within dungeons have been 
similarly modified. Treasure boxes are now 
hidden, and additional secret items can be 
found by using the VMU during gameplay 
and through special mini-games. While the 
battle systems have remained roughly the 
same (with FP and TP points determining 
which skills you can master, among other 
things), many of the new features help to 
make Evolution 2 a stronger title. 

RPG fans who might have been 
disappointed by the original game’s shallow 
traits would do well to give the sequel a 
shot. Of course, there’s no news yet on 
when (or whether) Sting’s new brainchild 
will make it to these shores—but keep those 
fingers crossed. 
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° Capcom Japan has confirmed 
that it is currently hard at work on 
a brand-new, onginal RPG for 


Oreamcast. Though no hard details 
are known about the title, expect it 
to take shepe in the coming 
months. 


* With news flying about 
conceming the much antoipated 
Sakura Teisen 3, we mistakenly 
claimed that the new chapter in 
the series would boast a new male 
iead. How wrong we were. Blame 
our translators, but Ogamr Ichiro, 
the hero from Sakura 1 & 2, does 
ratum—and is the only remaining 
cheracter in the cast. While Sakura 





herself stays 
in Japan 
during 
Ichiro's trip 
to Paris, 
she wili 
keep in touch 
with him via 
the VMU to 
/ make sure he's 
behaving. And 
with a plethora of 
new ladles to help 
save’Paris, Sakura will 
have to keep a close 
watch on Ichiro. 


* Fans of NEC HE's 
simulation/RPG Seventh Cross 
should take note—the company is 
hard at work on the game's 
second incarnation, Seventh Cross: 
Ninth Will (working title). The 


original should now be out on US 


shelves, courtesy of UFO. 
Interactive and Tornmo, Inc. 


® Hudsonsoft announced it is 
developing an ontine RPG for 
Dreamcast (tentatively titled 
Runjeid}, to rival Sonic Team's 
Phantasy Star Online for 2000. 


« Japanese developer, 
Quest, Is rumored to be 


working on a Dreamcast 
version of its N64 
strategy RPG, Ogre 
Battie. Nothing official, 
yet. We'll keep you 
posted. 


www.DailyRadar.com 


Earth Angels 


Global A's Innocent Tears 
puts a new spin on that old 
favorite, Judgement Day 


ping to bring some life to Dreamcast's strategy RPG genre 
In Japan, Global A Entertainment has thrown Its hat Into 
the ring with tha decidedly bizerre title Innocent Teers. 
it's the story of a battle between Earth-bound angels, who've 
taken up residence in the post-apocalyptic setting of Tokyo. As the 


* 





Mora action than a bag of cats, and more than a turnbased affair. LB is headed home soon. 





hen US publisher Ripcord Games announced that it would be shifting its 

focus from the PC world to console gaming, Dreamcast became Its first 
target. And the first game out of Ripcord's gate Is the US-developed RPG, 
Legend of the Blademasters. A r) 

Taking place in a 3D universe, Blademasters 
contains a rich fantasy world in which political strife 
has (once again) caused the downfall of the ruling 
empire, and given rise to a land filled with chaos and 
war. In the resulting mayhem, a young man named Erik 
stumbles across a magical blade and unwittingly 
becomes the hero In a struggle against five 'Guardians' 
seeking to claim the sword for themselves. In all, there 
are seven blades which, when collected, grants their 
owner the ability to control the worid. Not exactly great 
news for Erik, but certainly a great opener. 
Despite Its anime-influenced character 

designs, the battle system Is skewed 
to action, featuring real-time combat 
and a flexible camera system which 
can switch from an overhead view to 
behind-the-back cinematography (a la 
Zelda). And gamers can also expect big 
things in the multiplayer department, with 
up to four different characters available for 
simultaneous play in Gauntlet Legends-type 
gameplay. Expect Legend of the Blademasters to 
hit home sometime in March. 
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As if the end of the world wasn't enough, angels turn deadly! 
world is being devastated by fires, floods and other garden-variety 
Judgement Day disasters, angels begin to appear to the survivors. 
But much to the dismay of humanity, this isn’t a benevolent 
heavenly host. Instead, the winged creatures begin to hunt down, 
kill and even (gulp) smorgasbord the hapless sinners. In protest, a 
small sect of angels decides to unite and revolt—including an 
angel named Harkuaki, who Is seeking to save not only humanity, 
but the women who was once his lifelong love. And so, the 
ultimate battle begins. 

With its 35 ‘stages’, the battle system of Innocent Tears is 
clearly modeled after other grid-based field combat titles like 
Shining Force. Players must bulld up thei parties of angels and 
choose actions during set turns for each character. Depending on 
a character's stats and abilities, a player may be able to 
execute several moves during a turn and even to ff; 
use the environment to defeat the enemy; new 
skills and spells can be acquired when a 
character levels up. 

With its complex storyline and some very 
intriguing features, Innocent Tears hopes to 
shine brightest among its (admittedly) sparse 
Dreamcast competition. Look for a 
this spring in Japan. 








ILLUSTRATION BY AXEL 
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MAX 


He's your six-legged. 
uzi-toting best 
friend. Wreak havoc 
while running and 
gunning with four : 
different weapons s . a tod 
simultaneously, E 


DR. HAWKINS 


“’ : 
Ah ORY 
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is brifhant puzzle f) 


solving creates weapons fs Dd 
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ofimsane destruction, = t 
Amind is a wonderful 
thing to waste 
ahens with! 
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fever before has the world known a better team . # 4 Se 
than Max, Br Hawkins and Hurt. They make Len <a, ii? 
pitbulls took hike wusses. las * a 
Yousneak, you ~S ‘e ay 
Save the universe as you take these unhkely : os N ss 
stipe, you pop 
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heroes through massive environments that 


immerse you nto eccentric and amazing worlds. sels 


fromamile away! - 


Play as Jheroes, each offering a different gameplay experience. 


Battle with unorthodox munitions like the 
Black Hole Grenade and Atomic Toaster 


ellumorous storyline unfolds with each level 
allthe way to the spectacular grand finale. 





QUT THINK. OUT SNIPE. OUT SHOOT, 






























































While Arc Systems may not be the name on every 20 fighter's lips, 
after one look at the latest screens for Guilty Gear 2, they very welt 
should be. in fact, the original in the serles is pretty much the only 
recent 20 fighter that would actually give Capcom's best efforts a run 
for thelr money. A OC port of the game Is almost a certainty. 
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ith Its upcoming spring release 
W of Marvel vs. Capcom 2 In the 
plans, Capcom is on a 2D rampage—but 
Arc System Works is throwing down the 
gauntlet with its follow-up to the 98 
PlayStation weapons fighter, Guilty Gear. 
For Guilty Gear 2, many of the original 
characters have reassembled in 
order to discover why the ‘Gears’ (a 
race of biomechanical warriors 
created to regulate the use of 
magic), have begun to 
reawaken, even after the 
death of thelr creator, a 
villain named Justice. 

The original fighter 
featured a host of 
memorable characters, 
and included practically 
all of the trademark 
features that could be 
found in a Capcom series, like air- 
Juggling combos, chain hits, etc. But a single 
feature—the one-hit KO desperation attack— 
separated it from the crowd, by allowing 
players to power up their characters and, 
regardless of the amount of health their 
opponents had, knock them out with a single 
move. For Guilty Gear 2, Arc Systems has 
done away with this desperatton attack in 
order to avoid throwing the fighting system 
out of balance. 

Instead, the developer has opted for 
one-hit knock-down moves, as well as 
side-stepping counters and dash 
attacks. The emphasis of the game will 
be on combos and skill rather than on 
the desperation attack, with characters 
able to perform multiple attack chain 
hits and a ton of other specials. 

From what we've seen of the 
game, expect Guilty Gear 2 to be 
one of the best looking 2D 
fighters to date, as well. And with 
@ near-concurrent release date 
for arcade and Dreamcast 
versions, fans will be able to 
test the results for 
themselves tn April. 





* AOC port of Sega's ultra-wacky 
arcade 'typer' Typing of the Oead is 
expected to hit shelves at the en 
of March In Japan. Compatible with 
tha DC keyboard (of course), the 
homa version will include 
additionai modes for those who're 
not used to ‘typing’ for their lives. 


* Tecmo has just released an 
upgraded version of DOA2 into 
arcades entitled Dead or Alive 2: 
Version 2000. The upgrade has 
been put in place in 

order to rectify some 

of the glitches and a 
minor problems found 

In the original. 


* Marvel vs. Capcom 2 

tested In the arcades with 
‘marvellous’ (sorry) rasults 

during the second week of 
January. Unfortunately for US 
gamers, It was only in Japan (sob), 


* it’s rumored in the Japanese 
press that Yu Suzuki and his team 
at Sega are currently working on an 
ercada fighting game. As Suzuki is 
the ‘fathar’ of the Virtua Fighter 
series, his comment that the game 
will inciude the number ‘4’ in the 
title has sent pienty of fans 
scrambling for more news, The 
rumor goes on to suggast that 
many of the visual techniques 
implamented in Shenmue will elso. 
be used for the mystery fighting 
game, including new tricks for 
faciai expression and motion 
capture, Stay tuned—this is a big 
one, if it turns out to be true. 


tana nek 
* Capcom's arcade 
shooter/adventure Spawn wit! 
feature a cabinet allowing gamers 
to Insert Dreamcast controllers to 
play the game, fueling speculation 
that the game will head home 
shortly after its arcade release. 
Read more ebout Spawn In our 
2000 OC Coming Soon feature. 


* Anime fans wili be delighted to 
know that Sega will be releasing a 
new Neom game featuring the 
ever loveable and divine cast of the 
popular manga/anime series Ah 
My Goddess! Gameplay foiiows the 


form of a quiz with elght stages 
and new characters who haven't 
appeared in the manga or anime. 
With CG graphics and muitiple 
answers, the game wili differ 
depending on how players answer 
the questions. Expect it this 
spring in Japan. 


www. QailyRadar.com 











SEGA’S GOT NEXT 


The next step in the Virtua 
series takes it to the line 
with Virtua NBA 


Cc ourtasy of Satoshi Mifuna (Virtua Striker series) and team 
comes Saga Sports’ naw arcade baskatball titla, Virtua 
NBA. Fuily licensed and faaturing some imprassiva graphics, 
Virtua NBA sidesteps simulation for a mora Jam-lika arcade 
feel. With two-button gameplay sporting controls for passing 
and shooting/blocking, court vaterans can expect a gama less 
lika NBA2K and more lika Midway's recent NBA Showtime. 

In the arcade, two-player mode 1s made available by linking 
two cabinets together in order to give each piayer full-screen 
action. But if two-player isn't In the cards, gamers will be able to 
choose from either singie match play or even Tournament Mode 
(beginning the game at the Quarterfinals). The screen displays a 
radar at the bottom that gives players a good idea of where the 


INTO 


For those who lovad tha 
look and feel of NBA2K but 
sacretly longed for atcade 
controts,..this is itl 


t the end of '99, fighting fans received a timely treat for the holidays in the 
form of Capcom’s announcement of Marvel vs. Capcom 2: New Age of 
Heroes. A follow-up to the phenomenally successful arcade/DC original, Marvel 
vs. Capcom 2 Is set to up the ante on 2D fighting games, with a host of 
innovations and new features. 

The most notable change from the original will be the inclusion of a three-on- 
three Tag Battle Mode, which allows players to switch between heroes at any time 
during a fight. In addition, since the game allows up to three fighters on a team, a 
Variable Combo system will be Introduced in order to give fans a chance to triple 
up on three character combos—which could possibly reach into the hundreds! 
Think of It as a 2D version of Tecmo's DOA2 tag team attack, with one more 
character in the mix. If you combine this with Capcom's plan for seamless 
animations and lightning-fast response times—well, we think you'll get the picture. 

Aside from gameplay, Capcom will also Introduce some new (and even 
original) faces on the fighting roster in the form of a female pirate named Ruby 
Heart, a monkey-girl (yes, that’s right) named Son Son, and a cactus-like 
humanoid named Amingo. All original characters will join up on the Capcom side, 
along with Anakaris (Darkstalkers) and Hayato (Star Gladiator 2), among others. 
On the Marvel side, new faces include Doctor Doom, Cable and Iceman. But these 
characters aren't the only ones to appear in MvC2; plenty of the fighters from the 
first game will make return appearances as well. Expect a full preview in the next 
issue of ODCM, as the arcade and DC version are expected to hit Japan sometime 
around March—with a US port Just waiting In the wings, we’re sure. 


KEEP ON TRUCKIN’ 


RI TAR 7 of real-life sim 
arcade titles, which include Emergency Cail Ambulance and 
Airline Pilots, here comes 18-Wheeler American Pro Trucker. 
Yes, It’s a trucking sim. in the game, players choose from 
four different trailers and must plow through ten stages in a 
journey across the US from New York to San Francisco. The 
cabinet includes a gearbox and a genuine 48-cm handle, 
whiie the screen displays a dashboard view complete with 
rear-view mirror goodies like feathers and fuzzy dice 
(awarded to high scoring truckers). But don’t expect an 
areade dash from start to finish: you have to drive with the 
utmost care to guard the contents of your rig. Import 
Dreamcast owners, a port is all but guaranteed. 



















ball is on the 


- court, along with the 
location of each member of 
the team. Players can also expect 
detailed and iifelike replays whenever a 


spectacular basket Is mede, 

Recently released into arcades in Japan, Virtua 
NBA hes a great chance to make It across the big pond not only 
into US arcades, but possibly onto Oreamcasts as well, Stay tuned 
for what may turn out to be Sega's answer to Midway's and 
Konami's arcade NBA titles in 2000. 
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Fly, swing, dive, climb, 
and battle at 60 fps in 
54 levels throughout 
21 immense worlds ... 
or die trying. It’s that 
intense, even the 
graphics are heart- 
stopping. With all new 
bonus levels, multi- 
player mini game, and 
internet downloads, 
it’s the 3D adventure 
to die for. 





4, = F Mummies. The Undead. Ancient Curses. 
What's a nice girl to do! 
bo Ra! 





& 





Leela fel fae | 


Beauty, brains and brawn 
of Tomb Raider: The Last Rev | 
Out to save the world from 


a deadly curse, you can bet 


it won't be with her good looks. 


Coming soon 
to the 


Sega© Dreamcast. 
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You're living right now 
in the Year of the Dreamcast. In 2000 DC. 
The Apocalypse didn’t happen, but our 
special edition Year 2000 Coming Soon 
feature did—and it’s an armageddon 
forecast that'll knock you flat. In the next 
22 pages, we reveal over 100 upcoming 
Dreamcast games, pick the brains of the 
brightest stars in the DC firmament, and 
chart the future of the hardware of the 
new Millennium. So what are you waiting 
for? Turn the page and step into the light. 
The future is bright... 
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COMINGSOON2000 DC 


Tetsuya Mizuguchi Yeah, | think so. 
Whet kind of games will appear on OC 000 

1 want to make fresh new gemes—new experiences. | want to go deep 
inside human emotions using the eyes and ears and maybe the body—all 
stimulated by Oreamcast. 

What will be different about OC ger 20007 
Weil, i don't think polygons are everything. Using more doesn’t necessarily 
make a better geme. | mean, the fun doesn’t increase proportionately with 
the number of polygons! I'm chasing the next generation of Interective 
entertainment. 





How much pot ed so far? 

Our new game is using almost 99.5 percent of the GOROM. and we're com- 
bining CO or MO music with MIOI sound—plus we're using new 
technologies such as AOX, running polygons over CGI. 


How do you feel about the online future of the OC? 


tlal of the OC has been usi 


I think that if games are going to be online, they should be online-only. 
We'll be thinking about network games next year. 

What does 2000 meen to you? 

Five years ago, | felt that it would be something special. Now It just seems 
Ike another year. | don’t care about 2000, but I'm Interested in the future— 
I'm hoping It’s golng to change people for the better. 





vearrecalitions? 





Oo you have any Ne 
i want to go out to the desert agai 
Are you excited about a technol 


| want happy technologyl (contented juice squeezers?) 


If you could travel In space, which planet would you 





future? 








Venus. Why? Gecause she’s cutel 


Oo you belleve in extra-terrestlals? 
1 thought | saw a UFO over Tokyo In my childhood, but | think there’s no 
reality to things like this. Anyone could be an allen to me, nobody knows. 


If you had to fly off 1 





ce with only one ¢ 





1e, what would it be? 





Seaman. I'd want to talk with somebody, especially If | was alonel 
in the 25th century, do you hope women will look Ilke Ulala? 

it’s everybody's hope, not just me. She’s a very cute girl, 

don’t you think? 


AGARTHA 

SEGA/NO CLICHE - RELEASE TBA 
Afier the successful faunch 
of No Chché’s wunder-game, 


AGE. OF EMPIRES 
KGNAMI/MICROSOFT - RELEASE TBA 


All signs point to it coming to 
DC, with Microsoft and Kona- 


“7, 


uA 





t isn’t going to make the braincelis 

work overtime, but Space Channel 5 ts the 

coolest game we've ever seen. Its ‘anchor- 
woman’ Ulala (fans of dance music will recognize 








Qn 


PUBLISHER SEGA | RELEASE LATE SPRING | GENRE DANCING 


Light up that disco ball, and get ready to shake 


But Space Channel 5 isn’t cool only because of Its 
delectable heroine. Or because of her Dee-iteful hot- 
pants. It features a gang of cool aliens called 
Moroliens, a Keith Haring-meets-Teletubbies race of 
creatures that have invaded our spaceport. And cool 
CGI ’60s sci-fi backdrops, merged with realtime poly- 


gons for a unique look. But best of all, SC5 has cool 
music: brassy, stylish, retro tunes, with some classical 
themes and even a touch of techno thrown in. If there's 
one thing this game doesn’t lack, It’s funk. 


her as the long-lost CGI twin of Dee-tite’s Lady Miss 
Kier} is enough to prove that good things come to 
those who wait—for 500 years, at any rate, since 
she’s a star of the 25th century. 


So on the surface, Space Channei 5's got the lot. 
But what’s it all about? Like most rhythm action games 
(such as the latest Naom! addition, Samba De Amigo), 
the gameplay Is based around a simplified version of 


“This game is about love. So every 


ANRCHRONOX 


EIDOS/ION STORM RELEASE TBA 
This futuristic fable with 


HEN 


ARENA FOOTBALL 
MIDWAY / MIDWAY * RELEASE TBA 
Based on the football league 
operating just outside the 


Toy Commander, in the US. 
and Europe, the company is 
hard at work on yet another 
DC title named Agartha. _ 
While we haven't been privi- 
Jeged enough to sneak an 
actual peek at the workin- 


mi sharing pub duties. 
Microsoft's AOE will woo RTS 
fans with its tight storyline, 
engrossing gameplay and 
inventive features: and it'll be 
an good show-off for Sega’s 
imminent Online Network. 


progress, we da know that it 
will follow more in the foot- 
steps of horror adventure 
games Ilke Resident Evil 
rather than modeling itself 
after Toy Commander. No 
Cliché boast that the game 
will also use ‘innovative chat- 
acter controis’. 
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4 
ALTEN BREED 
CONFLICT 


PUBLISHER TBA/TEAM 17 ~ LATE 2000 
Based on an original Amiga 
series, Team 7's Alien 
Breed Conflict pits humans 
vs. allens In an action title 
with adventure leanings. 
The team’s recent efforts 
include Worms Armageddon 
and Stunt GP. 


anime-styled characters, 
100s of enemies and a Final 
Fantasytype combat engine 
is a game to cross your fin- 
gers ir. Expect confirmation 
on a DC port to arrive as . 
soon as the PC version ARCATERA HE 
releases in Q4 2000. ORRK BROTHERHOOD 
a ‘UBISOFT/WESTKA ENT; RELEASE Q2 
This next-gen point-and-click 
adventure is set in a futuris- 
tic world, where you must 
@ solve @ crime in record time 
“; ae to avert disaster. Over 100 
unique prerendered locations 
aa and tons of highly detailed 
- NPC characters. 


‘rules’, Midway is committed 
to bringing home a version of 
the popular no-holds-barred 
sport. How does arena foot- 
ball compare to the NFL? No 
boundaries, no astroturf and 
plenty of roughhousing, 


wiw.DallyRadancom 





your groove thang. 


‘Simon Says.’ You watch the moves made by a Morolien chorus line, and 
copy them when It’s your turn to dance or shoot—zapping the little buggers 
and saving a few people while you're at it. Liberated humans become your 
dance posse behind you, in a kind of spaced-out, spacey version of Fame. 
And It’s great fun. It’s the first product of Tetsuya Mizugucht’s team 
of designers working under the banner of Dept. 9, one of the cooler divi- 
sions to rise up within a revitalized and restructured Sega. Hiding out in 
the heart of Tokyo’s fashionable Shibuya district, they've been hard at 
work on SC5 for almost two years (the game was finally released in 
Japan in mid-December: see DCWorld for full story). Oddly enough, while 
nosing about the Dept. 9 offices, ODCM couldn’t help noticing a signed 
photo of Michael Jackson. Apparently, he’s a big fan of the game and 
asked to be Included as soon as he saw It (as an alien? —Ed.). The 


developers have duly obliged. 


eS a 

SEGA/SEGA « RELEASE LATE 2000 
re massive PC hit, Baldur's 
Gate isn't going to open for 
Sega until the onlina network 
is up and running. Handed 
over to Sega Japan for the 
port from Bioware’s secret 
Canadian labs, the game fea- 
tures detailed 2D graphics 
set in an age of fantasy. 


Wuw. DailyRadar.com 


BERSERK 
YUKES/ASCII« RELEASE Q3 
Hype meets horror: this hack 


Testaeh av Guir gote veatuics 


~ @ mega-sword and a hero 


named Gatz, who must save 
a Vilage trom a deadly ep 
demic. His ‘berserk meter’ is 
the key to special moves. 
Eidos is hot on this game's 
trail. Expect a Q2 release. 
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BIG BANG 


PROJECT 2/RAYLAND INTERACTIVE - TBA 


» No date's been set for PC or 


2 
Pe? 


DC release, but this is one 
impressive space shooter, 
Players choose an alien race 
of Species, then bomb and 
biast away in missions thet 
determine how the storyline 
develops. it's Armada with 8 
third dimension. 


INFOGRAMES/HOUSEMARQUE «TBA 
This tribute to the snowy 
SHIBCS Teds Sik WUP ers 
campeting in any number of 
modes, with up to eight oppo 
nents admitted per track 
faternet play witi alow up to 
four different gamers to test 
their skills at a promised 60 
fos. Set for release this year. 


‘Quote has been ‘enhanced’ for entertainment purposes and may not be accurately ascribed te Mizuguchisan. 











CRARTER 


4ALECO/iALECO « RELEASE SUMMER. 
Weird, wacky stuff is afoot 
aboard the earrier ship Ark, 
and an elite pair of agents are 
called in to investigate. it's 


tense, gory action with enough 


mutants to make on RE fan 
try. Solve the mystery as Jack 
or his female partner—Scooby 
sracks not included, 


CRSTLEVRNIR : 
RESSURECTION 


{ROWAN AU: dil RELENSE ER, 

This beloved series begins 
where the 2D version feft off 
with new 3D environments, 
new heroes and ail the famil- 
iar foes of your nightmares. 
Hopefully it won't be a mare 
tehash of the N64 version. 
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An enigma wrapped in a mystery is unwrapped...and it’s oh, so lovely 


>How Big? How big were the first five years of 
your life? This initial chapter of Shenmue is Sega’s 
prologue io an epic that may never be rivalled. 
T magnum opus of Sega’s legendary designer 
Yu Suzukt is the biggest and most beautiful 
Sega adventure yet. Shenmue couldn't be more epic if 
James Cameron (a.k.a. “King of the World”) was the 
lead programmer and John Williams wrote the tunes. 
Already out in Japan and due out in the US in Q3, 
Shenmue is carrying a good portion—reportedly, a $20 
million portion—of Sega around on Its back, along with 
all of the baggage of its unfeasibly huge development 
team. But no one really knows the true extent of Sega’s 
commitment to this title. In many ways, it’s a long-term 


experiment: a fusion of ideas that look potentially 
explosive, which could revolutionize the arcade adventure. 


hree years in the making, the 


CHU CHU ROCKET 


. SEGA/SONIC TEAM > MARCH 

| Check our GDROM for a 
sneak peek! Guide countless 
mice (Chu Chus) into rockets 
with welt-placed arrows in 
order to foif your opponents, 
& then seal their doom by 





sending hungry space cats 
CHAKAN into their rockets for explosive 
TBA/ANDNOW -TBA results, First class entertainment 
When the Forever Man from Sonic Team. 

stepped onto the Genesis ive 


platform, he left a deep 
imprint, The DC sequel travels 
to the nether reaches of the 
underwortd (1,2., Hell}, focus- 
ing on boss fights and action. 
Nothing yet in playable form, 
but check ODCM issue #5 
for an update. 
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This ts the first game to place players in the real 
heart of the action, providing an amazing degree of 
freedom and a virtually limitless scope for exploration. 
Its massive world spans the Far East, covering Japan, 
Hong Kong and mainland China. And there are over 
200 intelligent characters with whom you can interact, 
l.e., converse and/or fight with. 

ODCM paid Yu Suzuki a visit, to get the low-down 
on his labor of love just days before Its Japanese 
release. Sketching out the structure of the game ona 
whiteboard, Suzuki-san explained that the story’s 
motivation—hero Ryo Hazuki’s desire to avenge his 
father's death—was conceived so that players could 
explore the island without wasting too much time. 


“T can drink Nizugucht under the table 


~@ CUT AWAY 


JBA/CLASSIHED GAMES - TRA 
- Meet Microsoft's new console 
development team. Classified 
® Games’ first title for DC follows 


the formula honed by games 

iike Mission impossible and 

Metal Gear Solid, offering 

espionage, terrorists and one 
CAOC Z fone hero fa save the city from 12 
FOX/ARGONAUT - FALL them all. No release date, but SEGA/WARP- SPRING 
Start with asweettempered _ expect big things. Laura is back and stranded in 
croc and add features like a the Canadian tundra, along 
muttiple abilities, puzzle solving, ’ with mutants and survivors of 
seamless graphics and classic {! aplane crash. Ride trucks or 
boss formulas, and you've got snowmobiles, and hunt snow 


game. Released in 01 '99 for 
PS, the self-proclaimed ‘Maro 
killer® comes to DC in 3 
20060. The Chao had 

better watch his back. 


geese and caribou to stay 

| alive. It's addictive—and its 3 
battle engine Is dramatically 
innovative. Look for it to arrive 
on shelves soon. 








However, he also pointed out that there’s nothing to 
stop players from spending considerable amounts of 
time tn certain places (the game centers and slot 
machine houses are sure to be favorite locations). “This 
type of game has never existed before, so you can’t 
really compare to it to anything else,” Suzuki-san points 
out. “It provides users with a virtual-reality cyberspace 
where they can explore a small world.” 

There’s so much to see and do In Shenmue that it'll 
be ages before we’ve even scratched the surface of the 
Japanese version (of course, our knowledge of Japanese 
Is pretty dismal). But with an endless Spring and a 
long, hot Summer between us and Shenmue’s US 
debut—we'll learn while we wait. 





OARK ANGEL : 
QANPTAE APOCALYPSE 


MEFROSD/METROSD « SPRING 
Metro3D's new action/RPG is 
taking shape as a horse ofa 
darker color. As Anna, the 
female protagonist. it’s the 
player's job to take a sword 
and cut a swath through 
enemy filled streets rendered 


=" Avenel HOF 





oer DatyRedar.cam 





DEEP FIGHTER 


UBISOFE/CRITERION + SPRING 

~ After developing Suzuki 
Alstare Racing and TrickStyie, 
Criterion switches gears for 
this underwater adventure. ~ 
Features resource manage- 





a Sane mant options for saving your 
ailing submerged civilization 

DEROLY PURSUIT plus high-powered action 

FOK/TEENY WEENY GAMES - FALL features for blowing away 

Roughly modeled after Fox the opposition, — 0. 

TV's own America’s Scariest t 

Police Chases (egads), the 

company’s action title Deady — 

Pursuit puts players behind 

the wheel of a cop car to 

show roadway criminals the 


business end of their billy 
clubs. Expect high speeds, 
high power and big guns. 


WWW “SHR pe 








=e i} | Ay lane 
sat ‘aa Ay, deat 
me. Fes 
rome 
ore 


Baca 


CRAVE/TREVARCH » MARCH 

From the brains behind PC. 
wundertitle Die by the Sword, 
this immersive hack-'n-slash 
has It all. Either magic or 
brute physical force helps 
your hero battle through 
mission-based stages. We dig 
the humorous, Evi! Dead-4type 
dialog and gorgeous 3D 
environments. 


*Quote has been ‘enhanced’ for entertainment purposes and may net be ascribed accurately to Yu Suzuki. 













DRONEZ 


TBA/ZETHA GAMEZ «TBA 
Take the classic, quirky game- 
play of coin-op Discs of Tron 
and plug it into the DC's 
power, and you'll get Dronez. 
The game features fully 3D 
stages, polygonal characters, 
cool lighting, tough Al and a 
solid formula. Duka it out with 
flying fnsbees of doom ina 
Quake style arena 


KONAMI/KONAMI« SPRING 
Konami's deal with ESPN and 
Disney has spawned the first 
of its upcoming sports titles— 
asim that promises to bring 
more than a lifelike Barry 
Bonds to the table. The fully 
licensed game features 
“Touch Sansitiy: Pr wirle.” 


ECW: HRROCORE 


REVOLUTION 


- 99, AGCLAIM/ACCLAIM - FEBRUARY 
<< As the fist wrestling title to 
be granted a ‘Mature’ rating, 

| expect plenty of furniture- 
filnging, starfilled action, but 
don’t expect incredible 





=o Innovation as ECW will be 
PO ee mostly run from Acclaim’s 
aot — “ WWF Attitude engine. 
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ell, for once the zealots were right. The hype about Shenmue has proven 

to be nothing less than correct prediction. Yu Suzuki's team has created 

an absolute marvel of superlative graphics and sound, set against a 
compelling backdrop of intrigue. 

The moment you boot up the game you're sucked into a vivid, convincing 
model of a Japanese town, inhabited by a thriving population of solid, three— 
dimensional characters—all contained in your Dreamcast. They bike to work and 
open the store, stop to chat to neighbors, sell products to customers, wait to catch 
a bus at lunch, and trudge wearily home at the end of the day. Stop to ask a man 
a question, and he'll answer you. And if he can’t, he’ll refer you to one of his NPC 
friends. Speech ts totally authentic, the sound effects are spot-on, and there are 
times when the incidental music is—dare we say?—emotive, indeed. 

Shot from a stock adventure-game third-person viewpoint, the game’s camera 
work Is rock solid, and the mix of ‘free fighting’ and quick-press QTE sequences 
produce an experience as close to an Interactive movie as you'll find anywhere in 
the best of all possible worlds. Cut-scenes are taken from multiple camera angles 
in order to keep repeated sequences (like catching the bus) fresh, and they always 
segue brilliantly back to player control. 

BUT (And you knew it was coming, didn’t you?). Unless you were born in Japan 
to Japanese parents, we say: Wait for the US release. Shenmue Is an adventure 
game at heart, and if you can’t understand what the characters are saying, you’re 
missing 90 percent of the action. Still, the success of this first installment makes 
one point very clear—the DC is capable of inspiring games every bit as enthralling 
and Involving as those other titles promised for PS2. 











Suzuki 





Yuji Naka Of course, yes. As Oreamcast goes Into its third year, 
many titles will take advantage of its online capabllitles. | intend 
to fully utilize these, 

How do you think Oreamcast titles wili be different in 2000? 

| believe that more than 90 percent of Oreamcast games will 
use onilne features. 


What Is the 0: 





amcast title you are looking forward to the 





Personally, i'm looking forward to my Phantasy Star Online best. 
But | am aiso iooking forward to seelng new types of games 
coming from both inside and outside of Japan. 

What games are you playii ht now? 


Shenmue. This title realiy is a new type of game! 





What kinds of games would you Ilke to see more of? 
Games Hke Seaman. | think It really shows a lot of orlginailty, 
| would like to see more games like this, that nobody hes ever 
seen before. 

What 000 be Ike for Sega? 

As you know, Sega will segregate its R&O division, and make 
independent R&O companies. This wlil give Sega's creators 
many opportunitles to leap forward. 





» looking forward to seeing the future with advanced 





Absolutely. But | am a little sad about the year 2000—| had 
anticlpated that technology would be much more advanced 
than It Is. 

Do you belleve In extra-terrestrials? 

Allens? Yes, i want to see them. i want to do something 
together with them. 


under the table any day of the week<« Yujt Naka” 





r entertainment purposes and may not be ascribed accurately to Yuji Naka 
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“ ViciOUSLY ENTERTAINING BLENO OF FANTASsY Ano ACTION...” 
- OFFICIAL DRAEMCASt MAGAZINE 

“ tHE SLASHER tHAtT O1E-HARO ACTION GAMERS CRAVE...” 
-IGT] DREAMCaAst.com 
/ “0 GREAT LOOKING SWORO ATO SORCERY EPIC WitH 

4 OEEP COMBAT SYStEM AO A StRONG RPG FLAVER..” 
bn -TTEXtGEN 


. . y 
7 f 15 LEVELS FEATURING OYNAMIC LIGHTING 


ANO SMOOTHLY iNtEGRAtED ijoooR AND 
P OVTOOOR LOCATIONS. 


OVER 30 FIERCE ENEMIES INCLUOING INCREOIBLY 
OETAILEO ARCHETEMIES LIKE tHE INSECT QUEEN 
Aro DRaGoT LOR. 








PLAY AS A WARRIOR OR SORCERESS AMO TAKE 
AOVANTAGE OF tHEIR UNIQUE ABILITIES. 


22 SPELLS, EACH WitH ORANATIC EFFECTS. 





-ENTERTAINWENT 
WUWU.CRAVEGAMES.COM 


Sega©} Dreamcast 


» 








ETERNAL ARCADIA ® 


PUBLISHER SEGA | RELEASE Q4 2000 | GENRE RPG 


Sega’s new flight of fancy prepares for take-off 


ou’d think that with titles like Sakura Taisen 3 
and Phantasy Star Online in the Dreamcast 


of the Age of Discovery, only the ships fly rather than 
sail. “You decide where you want to go, and then you 
physically have to steer the ships like you would Ina 
flight simulator. Soaring through the sky Is an expert 
ence that we think players will savor,” suggests 
Kedama-san with a touch of pride. 





OD o you expect the next generatic he Ik 


All the gomes that have appeared so fer haat taken advantage of the 





Dreomcest hardware—I'd lIke to see some that really push it to the mox, 


eccessing new power. Also, I’d like to see focus on a world network for 
the Dreamcast, and not just separate territorles. 

How 
What did Yu Suzuki sey? {50 percent—Ed} Well, we egree. SO percent. 
What excites you ebout Dreamcast software In 2000? 

We’re very excited ebout the planned release of the third Installment of 
Sakura Wars. 

What wes your favorite DC game of 2000 end why? 


much of the mechine’s p 





ver hes | used so far? 





pipeline, Sega’s RPG production plant would be 
running full tilt. But the beautiful Eterna! Arcadia is 


The promise of dynamic battles where “it’s not simply 
a case of facing your enemy and waiting your turn” is 


Guru Guru Onsen—there’s 6 great feeling to playing this geme with four 
people online. We all spend entire weekends playing this, which shows 
how exciting the online potential Is. Everyone used to underestimate this 


quickly taking shape alongside them—and if your mid- 
night oil isn’t already burning, It will be soon. 

What makes Eterna! Arcadia worth getting so 
roused about? Project boss Reiko Kodama (who previ- 
ously worked on the Phantasy Star series) had the 
answers ready for ODCM. “For a start, we’re proud that 
everything from the credits onward is done in realtime— 
there are no movies stuck together. Also, we've taken 
advantage of the Dreamcast’s power to create a vast 
sky, as this is the main feature in the game where 
everything takes place.” 

The game’s scenario Is much like a fantasy version 


enough to get any role-player pondering potential in a 
tried and tested system. Arcadia's battle system sounds 
more like a free-for-all. "There isn’t any distance between 
the characters in our game, so the fighting shown Is con- 
stant, rather than in stop/start form,” explains 
Kodama-san. "It’s more in-your-face than most RPGs.” 

With Its airborne battles, cool characters, and myste- 
rious tems like ‘moonstones’ waiting to be stumbled 
upon, Arcadia is sure to be a delight when It’s released 
later this year. Now, of course, all we need is a whole 
new Dreamcast chapter for Panzer Dragoon Saga. It’s 
never enough, is it? 


title, and now everyone’s pleying It! 

What games are you looking forword to? 

Space Channei 5 and Shenmue. They eppeel to different markets, but 
both ore exciting new titles for Sega. 

Do you have any New Year's resolutions? 

1 went to keep my home page up to dete. Also, | want to pay more 
attention to my familly. I’ve been so busy with this game | think they 
feel neglected. 

If you could travel In space, which planet would you visit first and why? 


Vd like to go out Into space and look back at the earth—t think that must 


be a very speclal experience. 

. ¥ence out there In the universe? 
No doubt about It. If we exist, then there must be other fife somewhere. 
If you had to fly off Into space with only one game, what would It be? 


If [had three other people with me, 'd be happy with my mahjong. 





“APGS aren't just for sissies, wan!” «c ER Tean” 


THQ/THQ > RELEASE TEA 

Not too much ts known about 
this game, but it’s got a cops 
and rabbers theme with plen- 
ty of fast-paced, combat-style 
driving to be had. You'll get 
more details soon, as THQ 
has the title stated for 
release by the end of the 
year {if net befpre}, 


EVLDIN 


ASHES ZASHES 


EVIL DEAD 


THQ/HEAVY IRON STUDIOS - TBA 
THO’s much anticipated Evil 
Dead game is being devel- 
oped by the team that 
worked on Square's survival 
horrot adventure, Parasite 
Eve. it's completely 3D and 
features the wacked-out cast 
and characters of the movie, 
Evil Dead. 
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FLESH AND WIRE 


PUBLISHER TBA/RUNNING WITH. 
SCISSORS - RELEASE DATE TBA 
Famous for its ultra-violent 
(to say nothing of highly can- 
troversial) PC title Postal, 
developer Running With 
Selssors has reteased mini- 
mal info-on its of teamwork, great mini- 
multi-platform game Flesh  Bames: sure to be one of the 
and Wire. Premise? You're a besttooking titles of 2000. 
cop with green, slimy Jower 

extremities instead of legs 

(Sounds like our Art Director, 

Dan - Ed.}. Oh, and appar- 

ently aliens have invaded 

the earth for some reason 

too. This tentacled title 

comes to DC in 2000. 

Waich the skies! 


FLOIGAN BROS. 


SEGA/VISUAL CONCEPTS - RELEASE TBA 
Two goofy leads (Hoigal and 
Moigal) in charge of a junk- 
yard must defend their turf 
from the depredations of a 
tand developer In a series of 
gorgeous, hires stages. Lots 


*At least, we think this is what they said. The tape was garbled, so they may not have, Actually, we made |t up. 





GIANTS 


INFERPEAY /PLANET MOON -1BA 

As one of three kooky 
species of aliens, players 
duke it outin real-time on 
jush battiefields. Tone varies 
from humorous to Slightly dis- 
turbad, thanks to strange 
characters with stranger 
tribulations. Not confirmed 
for DC, but has a good shot. 


FURERLLS 


ACCLAIM, BIZARRE CREATIONS - SPRING 
Furbalis takes alm with a 
group of fuzzy, cuddly and 
incredibly deadly stuffed anl- 
mals. Armed with all sorts of 
weaponry, these plush toys 
duke It out in deathmatch 
mode or on adventure mis- 


- sions. Did we mention that it 


fooks fabulous? 


Ww DallyRader. cont 





*% Sol was 
down 2-1 with 
under a minute 
leftin the third. 
He was in my end, burning 
up the clock, passing the puck around 
like a plate of hot buffalo wings. So | dri 
him into the boards, chipped it loose, and we 
go screaming up the ice. My winger is flying down 
the side, and | feed him. He fires it across to Shanahan. a 
Shanahan snapsit to me. | hear the slap, and then it’s like 
everything slows down. | see the little knots on the net and > 
the scratches on the pipes, I see that biscuit spinning, the . 
GOALIE TWISTING, FALLING, ICE SPRAYING UP OFF HIS SKATES, AND.1 WONDER IS wisistaS 
| mean, go to sega.com/games and then you 
tell me. All I'm saying is, the next thing | know 
I'm getting called for boarding my brother into 
the brickwork on the fireplace. You've gotta 
be kidding me. Like that's a penalty? Come 
on man, my skates never lefttheice ... 












IT’S THINKING 









SCREEN GRABS SUCK. 
SEE IT FOR REAL AT 








EVERYONE 


\3 


‘Sega is registered in the US Patent and Trademark OMica Saga Dreamcast and the Dreamcast Ingo are eter rejatored trademarks of 
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=> How Big? Sega GT tooks to be all that and a 
bag of bolts. It’s got max fan impact—but after a 
hands-on demo arrives, we’il tell you how it truly rides. 


efore you ask: no, we haven't played it yet. Or 

seen it up and running, for that matter. Yes, 

we may have traveled all the way to Japan to 
meet the people developing it, but with completion of 
the Japanese version a priority and a US model far 
from finished, Sega has decided to keep us in sus- 
pense—and out of the development room. So, like you, 
all we can do is stare at the screenshots and try to 
imagine them moving. (Randy, fired last episode—er— 
issue, tried to simulate some in-game motion by 
blinking furiously and shaking his head from side to 
side, but ODCM security called it an overdose and 





id 3 f 
By ¢ ne 
ta 4 ‘SEGA/GAME ARTS - RELEASE TBA. 
This sequel to the insanety _ 
Crm A pular Saturn RPG seemed 


\ slip from view as-soon as it 


os revealed last year. 
Prospective features included 
internet play and identical 
cast. Now, Sega refuses to- 
acknowledge fis existence—so. 
who knows? Is Grandia 2 PS2 
bound, instead? Gulp, 


i. 


GIOR WING 


CAPCOM, CAPCOM > APRIL 

This port of the old-schoo! 
shoot-em-up arcade game is 
sure to have its fans, and will 
be receiving the Dreamcast 
tyeatment shortly, We've 
played the final version and 
it's an arcade-perfect port, if 
nothing more. Lots of explo- 
slons, lots of enemies, and 
even a two-player option. 
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2000 DC 












escorted him from the building). 

There's some good news. We've bagged a load of 
hot new info, showing that GT is shaping up to be the 
most sophisticated Sega racer yet (yes, It even beats Yu 
Suzuki's F-355 Challenge Ferrari coin-op). For the past 
two years, 40-plus designers have been toiling to make 
this the definitive motorsport simulation. And when you 
consider Sega’s racing game heritage, you can under- 
stand why we're more than a little excited. 

“One of the biggest features that we want to push,” 
says Hideshi Tatsuno, the man in the driver's 
seat/chief director, “Is the ‘Carzzeria’ [Like a pizzeria, 
but for cars. -Ed.}. This Is a fully customized car work- 
shop where you can design cars from the ground up 
and create your own masterpiece of automotive engl- 
neering—right down to Individual parts in the engine.” 
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GOADRA STM STORY 


BANDAL/ BANDA} - RELEASE TBA 
Mech tovers, unite! This trib- 


ee eS ft MIGHT 






af 4 HR GIC <i 
rice Bee pS ! ™ Upson has teamed up with 
US fans. Guridam Side Story = —. 4 z 3D0 to release this 
pits players against mech ix f 4  Strategy/RPG. Online multe . 
hordes, with a cockpit view- eS { > 9%.) player options, detailed 2D 
point. Take aim in sniper graphics and an extensive 
GTAZ vision, stomp across futuristic HALO controls menu give role-play- 
ROGKSTAR/DMA DESIGN - SPRING jandscapes, and launch your PUBLISHER TBA/BUNGIE- RELEASE TBA &'S a hand In managing stats, 
A sequel to a game not known sundry poi - Here's the rumor fout expect resources and troops. - 
for its politeness, Grand Theft a denial—again): Haloisa = ESI Th he 
Auto 2 is coming, As a hooli- third-person game in whieh ‘ i 
: ith nchentionil your cyborg warrior must fend at 9 ‘ 
gan with a penchant for theft, offanalien onslaught with °° Sg)" F'S 
players get to felonize their every resource available while & - 
way to victory in missions that hopping vehicles. Witha mul, se 
promise to be bigger, better, ‘tiplayer deathmatch mode, “20 °° |, 
faster—with much-improved perfect fit for DC. But don) : ) id, 
graphics. PTA moms, beware! hold your breath, it 
Www.al) 7 a 


“Hy cars have big back seats!” « Hide 


ODCM Why will 2600 be a good year for Draamcest? 

Hida shi Tateuno 1999 has been a big year for Sega. Doing so weil 
in the overseas markat guarantaas a blg market for games In 2000. 
What do you axpact the naxt ganaretion of DC gamas will be Ilka? 
I'm hoping that the network wlii ba wall-used. i'm also hoping for 
games that the whole family can sit around and enjoy. 

How much of the machine's powar has been used so far? 

ican saa a point where the Draameast's powar la fuily explolted, 
but I don't think that this constant pursuit for evar-better technolo- 
gy Is a heaithy thing for gama deveiopers. 

What axeltes you about Draameast devaionmant in 20007 
Graphically, it will continua to stun averybody—but i do have some 
concerns about the devalopers' anvironment; we have to go out and 
do our own aourcing from books or film. A natwork library of 
rasources would help a lot and save us valuable time. 

What was your favorita DC gama of 1999 and why? 

Let's Make a Pro Socear Club—i lika this typa of simulation and Its 
iongavity. 

What gamas have you baen playing racently? 

Marlo Party on tha N64. i can play this gama with my family. 

How do you fea! about the online future of the DC? 

i think the network Is an Important aspect, but the modem Is a bit 
too siow and tha sarver is still having probiems. i'd Ilke to see more 
tightly-producad software that expioits It. Something like Diablo Is 
definitely possible. 

Do you hava any New Year resolutlona? 

Diat! i get strassad out with work. 


‘SPY OPERATION 
ESPTONAGE 











UFO INTERACTIV/NEC - FES/MARCH 
UFO is bringing over NEC's 
third-person action/adven- 
turé, newly renamed f Spy 
Operation Espionage. Gguide 
ea ‘i poe of severcharacters, and 

HIDDEN & DANGEROUS keep tabs on otner partners 

TAKE 2/{30S10N SOBWORKS-TRA Via split sersen. I Spy hits US 

Originally an epic PC title, this Shelves this momth. 

World War l-based game: wy = 

takes storyline and immersion Z i" 

te the next level, Choose a » 

izam of four soldiers from & 

field of 40, and then door die ys 

as you fight through te the 

war's conelusion. No word on 

@ DC release date, but we'll 

keep you posted, 


ww DallyRadar.cor 


.. WI hit) provides enough meat to 


The full implementation of original physics data from 
the car's manufacturers means that the slightest 
change In the workshop will affect the handling and 
performance of your car. 

Comparing this level of customization to the one 
already seen in a game like Sega Rally 2's Ten Year 
championship mode, for example, is, In the words of 
Tasuno-san, “like comparing adults to children.” If 
you consider all of the technical configurations, 
there are a total of 20,000 variations possible. Sim- 
ulation Is so pinpoint accurate that you can design 
your car's performance specifically to beat the pecu- 
lianities of a friend's car—even if the other car 
comes from a different manufacturer (GT currently 
Includes cars from nine Japanese manufacturers; 
the US version wilt add foreign cars). 

Graphically speaking, GT Is far more than a 
tuned-up Rally 2—1t’s a whole new level of rendering. 
Developers claim to have spent over a year working 
on the visual effects of the cars alone. The result Is 
a game that both looks and drives like there's a mil- 
lion dollars under the hood—and we don't need to 
play it to believe it. 


| =*1 SIPERERISE 2000 
a_i << AGCLAIM/iGUANA WEST- MARCI 





+ 
BPs fo a gal taf With its superstars and super- 
inal bikers extraordinaire, Track 
=” Editor, fully customizable 
Se a bikes, new modes (including 
*Free- Roam) and mo-cap 
TNOTANA JONES & THE movements courtesy of mr 


McGrath himself, make this 


ene to Walch for in Marek. 
LUCAS ARTS/UUCIS ARTS TRA a = os 
LucasArts’ puzzlehappy, 3D arty => 
adventure title (already a PC Be a 


PEs 


Satisfy both fans and new- a . > 
comers. Paying homage to the (A es 
logic-based indiana Jones 

titles of the past, this dne —— 70 
should be big, aw ~ 


*Quote has been ‘enhanced’ for entertainment purposes and may mot be ascribed accurately to Hideshi Tatsune. 
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JET SET RADIO 


SEGA/SECA - SUMMER 

Aside froma t_ntative US 
Summer release date and. 
some cool demo Tootage, 
Sega's Jet Set Radio remains 
a OC enigma. We don't know 
if it's a music/rhythm sim or a 
wacky Cannonbail-usque 
racer, but it's one of the most. 
promisingooking games ta. 
Ait our TVs in a long time. 
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Tatsuno” 





7 JUHP RUNNER 


ve TBA/GLASS GHOST -TBA 


Jump Runner hits the space 
combat market with a 
vengeance. Sleazy messenger 
Ethan Fail accept a dodgy 
assignment to deliver a myste- 
vious package. The receipient 
is- murdered, and you have to 
end the chacs and solve the 
mystery. Hurrah! 

s y ay ms — 
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>How Big? Fretty giris who can whup your butt: a 






with loads of options, depth and visual finesse. 


f you were lucky enough to grab a copy of our 
(a last issue (ODCM Issue #3), you know why we're 

so excited about Tecmo’s buxom brawler, Dead 
or Alive 2. After a successful stint in the arcades, DOA2 is 
on its way home with what Tecmo promises to be an even 
more stunning version of the game. 

What makes DOA2 such a strong contender for the 
fighting crown, In the wake of the phenomenal Sou! 
Calibur? The answer ts subjective at best, but we can 
say that Tecmo takes many of the concepts from its 
original game (including brilliant reversals, counters 
and seamless polygonal models) and brings them 
along even further in the sequel. With newly imple- 
mented Tag Team specials, you'll be able to perform 
group attacks that will test even the most hardcore 


KNIGHTS 


PROJECT 2/DIGHAL INFINITY - FALE 
Orn. dR Noein Seg 
\ip the release list from a 
Duteh publisher, Knights is 
the lesser known title—which 





Set eee 


. af feans that we know almost 
Ee nothing about it. Ws ana 
as an ontine 
KISS PSYCHO CIRCUS person shooter, in the same 
ROCKSTAR/GOD/THIRD LAN vein 2s Quake or Half-Life. 
INTERACTIVE: APL More details corning soon. 
Everyone's favorite rock 


nrolters star in a first-person 
shooter, complete with a vat 
of white makeup. Enemies — 
and environments are 


even mimicking other console 


games, Slick framerate and 
impressive imagery. 
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game with blockbuster potential. And it comes through 


« TPCORD/RONIN GAMES - MARCH 








fighting fanatic’s dexterity. Imagine a father/daughter 
team like the blond/buffed duo of Tina and Bass. Then 
imagine swapping between fighters at will during any 
point of the match...Okay, that’s enough. Keep reading. 

DOA2 also incorporates interactive environments, 
which impart a limitless feel to the fighting arena. Play- 
ers can bust opponents through stained glass windows 
or launch them into a dive that ends many floors 
below—the fight will rage on from wherever the oppe- 
nents end up. 

Of course, these days, innovations can only go so 
far if they're carried by a cast full of ugly mugs. Fortu- 
nately, Tecmo has never been guilty of this crime. 
Expect to be dazzled by the brisk framerate and the 
smoothest-um-‘animations’ (read: jiggly bits) this side 
of, well, the original DOA. Boys, start saving your pen- 
nies (and mothers, think of It this way: at least you 
know where your little darlings are). Time is short— 
DOA2 heads home In less than two months. 


Le 3 HAKEN LS 


* TBA/GAMEARTS- TBA SEGA/ATLUS 
~_ “Otay, Ukay, We colleSs Aiiwe Welds Gyoung cit Yuruuei 
car Say © bout Lunar 2 is that teenies world, rife 
> . someone, somewhere is prob Wilh snamies and k 
tego ably working on it, And most To protect your assets, you've 
2 : tkely, nthe Gametris'stt- got the infamous Maken 
PATE EOE, Sass dios, What we ee kee ‘sword at your side to brain~ 
LEGEND OF THE else. Last year, Jack your opponents and help 
soled president you explate the aftemate 


ve naan denounced tumors paths and endings within. 
that the gama would appear _-Atus' sieener import hit: 

on DC in the US, instead pro- 
‘claiming it would show up on 
PlayStation 2 if anything; his 
recent change of heart after 
‘the resignation of former SOA 
president, Bemie Stolar, 
increases Lunar 3's chancés. 
But is it on the way? Sit vents 
and stay tuned. 


BLRDENASTERS 


Take an enthusiastic country 
boy fiving in a word of sor- 
cery, dragons, and a mythical 
sword and put him In an RPG 
that clearly takes !ts cues 
from the Japanese action RPG 
model. With realtime combat 
‘and animetype characters. 
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MAJOR LERGUE 

SOCCER (worker 
KONANI/KONAM! -TBA 

While mest gamers will recog- 
hize this soccer game by its 
farmer title, internationat 
Superstar Soccer, the game- 
play cannot be denied: /SS 
was and is one of the finest 
examples of a sports game on 


~ any system. With spot on 


Srephies and even tighter con: 
trols and team ent 
options, the latest instaliment 
of ie pees should ralease » 
on DC this summer according: 
to the series makers, Konami, 
But tittle else is known at this 
Point in time. We promise to 
keep you posted. 
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By Gainer Por Gamers 
VISIT THE GAMER’S MALL — OVER 8,000 PrRobDUCcTS 
GHEATS, REVIEWS, . THE GAMER’S MALL: 
DEMOS, EDITORIALS, F" THE BEST PLACE ON 
PREVIEWS, WHAT'S NEw, ¥,¥ THE NET TO PURCHASE 
PRESS RELEASES, ca GAMING SOFTWARE 


GREAT GONTESTS AND HARDWARE, 
AND MUCH MORE DA GA NW BONE 


FOR ALL PLATFORMS 
EsT.1996 





( 
rrederic Raynal>» 


DIRECTOR, NO CLICHE 


QOCM Why wili 2000 ba a good yaar for Draamcaat? 
Bacause after such a good iaunch, many companies decided to 
Start projects for It. Q1 2000 wili see mora than 50 new titles. 


What wili the next generation of DC gamaa be like? 

Games we [aiready} saw are first generation games; now 
developers know the machine quite well. And network gaming 
will be a mass market reallty. 


How much powar has baen uaed so far? 
| can't give you a percentaga, but just remember the first Marlo 
on SNES compared to Donkey Kong Country. 


What exclitaa you most about DC gamas In 20007 

Network games. | belleve that the Dreameast wili be the 
machine that makes network gaming vary popular. You don’t 
need to know anything about modems or servar configuration— 
just press the natwork multipiayer button and play. 


What waa your favorita DC game of 1999 and why? 
My favorite DC game of 1999 is Sonic (But if It wasn't our 
gama, | would hava said Toy Commander). 


What gamaa hava you baan playing recantly? 
I'm playing Speed Devils on DC and Nomad Soul on PC. 


What games of 2000 are you looking forward to? 
Shenmue, Space Channel S, and Chu Chu Rocket—ail on DC. 


How do you fael about tha online futura of Dreamcast? 
As i'm aware of a lot of devs for online gaming, i can’t wait for 
them. 


What are your Naw Year‘a reaolutions? 

li stop smoking on March 15th. 

What doas tha yaar 2000 maan to you peraonaliy? 

Tha yaar i stopped smoking. 

What ara your hopaa for tha yaar 20007 

Being able to stop smoking. 

Ara you axeltad about the tachnologicai futura? 

Of course | am. i always hava my cell phone and my Psion 5mx 
organizer In my pockets. We (or i, for sure} wiil become more 
and more computerized and connected. Technology lika Blua 
Tooth wili change our relation with computars. 
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With early video of the game 
re 
Matrix sequel, hopes are. 
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PUBLISHER INTERPLAY | RELEASE FEB/MARCH 2000 | GENRE ACTION 


=> How Big? Mmox2 takes a brilliant premise and 
runs for the hills without looking back. A dark horse 
in the running for action/adventure game of 2000. 


DK 2 is the kind of game that you 

pick up at noon, and the next time you look 

at a clock it’s four in the morning and you’ve 
soiled yourself (again). Unlike Lara and friends (read: 
clones), this is a third-person action/adventure with 
its tongue planted firmly in cheek. The game Is split 
between three characters: snipe-beaked Kurt Hectic 
(the original hero), MacGyver-esque Dr. Hawkins, and 
a sixlegged, gun-toting robotic dog named Max. Each 
provides Its own unique gameplay experience, and 
together they vary the 25-hour-plus ride quite nicely. 
MDK2 has the same fantastic sense style and humor 
as its PC prequel, graphics that will tickle your eye- 
balls, and precise, perfected control. Play the ODCM 
demo and get ready for sheer gaming bliss. 
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INTERPLAY /RAGE SOFSWARE «TBA 
The boys who made Incoming, 
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good gases 
NS FLIGHT SIMULATOR 


La ~. Pacel together with the 
— SNA RAS RC dveg, 1 ODO 









a pli away the excessive ‘: ° ous Madness, Microsoft's MS 
baie’ Sextremely high. But only time yrotechnics andtried their = >=. == — = Flight Simutator would make a 
\ on wil tell, as the game’s pro- Pand ata street rally racin; —_ — great addition to the slim 
a Recistars undloet plone tam Sr iac Butlte gored eons. raving Sat cope eo 
HAAVEL Us. APCOM £ cerning a DC port have given HESSTAH tition, iit ae HIOTOWN HADNESS involvement, but we'll know 


NEW AGE OF HEADES 


CAPCOM/CAPCOM «TBA 

Its three-on-thiee tag battle 
system allows you to swap 
characters at any time during 
the battle. It'll be coming to 
arcades in 02 2000; a DC version 
will follow quickly, More anima-- 
tien than on Saturday mom- aes 
ings, and muchos combos. 2 a 


a nap while you fan-” 
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some cause for concern. Grab |NTERPLAY/SHINY «2 2000 





This Messiah has been a long 
‘time coming, but Shiny’s pride ° 
and joy is finally nearing com- 
pletion. Perry and his crew are 
very fond of the DC, and 
promise additional effects for- 
this version. It’s an extremely 
ambitious, creative third-per- 
son shooter—sure to turn your 
head and rock your thumbs. 


tition, after all: it had better 


do more than Jook good. - 


a 





soon: the game’s ‘rumored’ 


MICROSOFE/KONAMI « 
OE eT release date is nearing. 


* As part of the deal struck 
‘= between the computer soft- 
ware giant and videogaming's 
software sweetheart, 
Nicresoft’s mad metropolitan 
racing game has long been 
rumored to be part of tha line 
up scheduled for Dreamcast. 
While it’s still to be seen, it 
stil may happen. 
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PUBLISHER CAPCOM | RELEASE TBA | GENRE SHOOTER 


>How Big? As a quasifirstperson shooter with 
familiar faces, Spawn could be a huge console hit. 
With third-person views and adventure elements in 


the mix, we can’t wait. 
Wy exploded into a multimedia frenzy of cartoons, 

film, toys and various videogames is now due 
for life on Dreamcast, courtesy of Capcom. Created by 
renowned comic artist Todd McFarlane, Spawn, a 
Naomi game since its inception, will release this 
Spring into arcades everywhere with ports readymade 
for DC controllers-which can mean only one thing: it's 
on Its way home. Due to the similarities between the 
Naomi arcade board and the Dreamcast, we should 
expect the coversion to be pixel-perfect. 

The game will feature a multiplayer deathmatch 
mode, in which players can choose any of their 
fourteen favorite Spawn characters (yes, you can 
even play as Clown) and duke It out in an arena with 
all sorts of diabolical weaponry. In single player 
mode, expect some adventure elements to sneak 
their way in, aS well—and expect Spawn to be one of 
the year’s biggest hits. 


hat began as a cult comic and soon 





NHLZK 


SEGA/BLACK BOX - FEBRUARY 


je ee ESPN NBA TONIGHT 


ESPN/KONAM) > APRIL % 






Giving NB4 2002 a run for Its Sega's first next-gen hockey 
“ée jnoney, ESPN and Konami <* game is nearing completion, 

have joined forces to create ~) and it looks to match the tal b 

what looks like an excellent ent of the rest of the 2K A 

hoops affair. More than just sports family. Witnessing the “4S Red 

an Ce ck poner aging % eo ee has eee gone “_ 

all franchise, this one has ii leveloping the ttle (not a 

NBA 2001 emecsvessconmentor NFL ZO01 tw mention the spectaovir §— ()ATKAQN 
SEGA/VISUAL CONCEPTS -TBA Fe ER ea SEGA/VISUAL CONCEPTS - TBA graphics), hockey fans Nave ——_eangs /QUANTIC DREAM -TBA 
The chaps at Visual Concepts full ESPN treatment. ~>. Much like its rimshakin' coun. @MDle teason-to be excited... This bE port is worth the 


are hard at work on a sequel - terpart, this game has effort, if Quantic Dream can 





to the original phenom. New undargone some serious make the DC-specific improve- 
features include Improved Al, imprevements to make an ments to its angine. With 
complete graphical overhaul = already spectacular game. higherpoly player models and 
{goad God, man}, and head- * evan better. A completely streamlined cantrols to com- 
io-head online play. Gaining revamped graphics engine, plement the game's premise, 
confidence from theit first out- improved Al behavior system, it has a distinctly French feet 
ing, the team’s next effort and online play are ail in the plus a soundtrack of original 
promises to be even better. works for this new version. music by David Bowie. 


we w.DailvRade com *Quote has been ‘enhanced’ for entertainment purposes and may not be ascribed accurately. 


ONT 


ROCKSTAR/ BUNGIE - TEA 

One of the most impressive 
titles at E399, looks to 
be one of Bungie's best titles 
yet (along with Halo). Inspired 


. by such anime as Ghost in the 


Shelf, it incorporates a ‘full- 
contact’ fighting engine with 
both hand+te-hand and gun-te- 
gun action. Let's just hope for 
a DC conversion.- 
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>How Big? The best counterfeit blood you can 
get, without raiding that stash of secret sauce on the 
set of The X-Files. It’s nothing less than wonderful. 


he countdown has begun. with such 
a short time left until RE: Code Veronica hits 


the shelves, what’s left for us to say? That its 
graphics are guaranteed to moisten even the most 
hard-bitten gamers’ eyes, with sharp, hi-resolution 
ingame models and complete 3D environments? That 
the storyline is deeper and more mysterious than that 
of any RE before it? That the amount of surface area 
covered throughout the game Is more expansive than 
the territory of all previous RE titles put together? Or 
that the voice acting is still so delightfully horrible? 

As the Redfield siblings find themselves trapped on 
an island facility run and operated by the nefarious 
Umbrella organization, your new assignment Is to 
uncover the secrets that lie deep within the Island’s 
numerous secret chambers, while meeting up with 
some of the most engaging and bizarre characters 
this side of a David Lynch movie. From gore-ified torture 
chambers that seem to pay homage to Konami's 
Silent Hill, to the now-familiar zombie-infested labs 
and corridors, Chris and Claire must traverse the whole 
island in order to solve puzzles and find an escape 
route. The entire tale unfolds through near-flawless 


gameplay and a weighty amount of seamless realtime 
cinemas, and just to further emphasize the scope and 
gravity of this adventure, Claire has left her pink hotpants 
at home and opted for a rugged pair of denims—so you 
know she means business. 

But we won't spoil a single moment for you. Code 
Veronica relies heavily on Its ability to dazzle, shock and 
scare, so we'll tell you only this: after playing through a 
sizeable portion of the game's first disc (the second disc 
features Chris Redfield’s ‘interlocking’ quest), RE:CV 
deserves all of your anticipation—and then some. One of 
the best and biggest games of the year, guaranteed. 
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Abel Gomez « Flight Plan 3218 
/ ; 4 Leave this small town- 


Go where people will listen to what I have to say- 
Be part of a team- Earn people’s respect. 
Be better with the computer than my girlfriend is- 


Make my family proud- 
Ss 
ee 

a5 9 Hang out with people as cool as me- 


fim High AIRFORCE 


1-800-423-USAF *« WWW.AIRFORCE.COM 
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Tie best PlayStation skateboarding game of 1999 gets even better! 


>How Big? savy license, great gameplay, and 
now more power...this game can slice, dice and even 


make julienned fries. Big, big, BIG. 
LJ NOT to publish the DC version of its PlayStation 

bestseller, Tony Hawk Pro Skater? Whatever the 
reason, top brains at Crave Entertainment probably 
mused for all of 42 seconds before adding the title to 
their roster of promising games. 

Jeff Barnhart, Crave producer, admits that the 
"Dreamcast Tony Hawk will play identically to the PSX 
version, so you'll still have all of that perfect gameplay, 
awesome level design—the best game ever." This last 
point might be a slight exaggeration, but the original 
game did indeed impress with its deep, highly intuitive 
gameplay, fast and furious learning curve, and graphically 
rich interactive environments. "The title has been very 
easy to port,” Barnhart says. "We had the game playable 


olitics, politics. Why did Activision decide 


OUTCAST 2 


SHEOGRAMES/INFOGRAMES - THA 

The first Outcast DC port was 
cancellad, due to the difficulty 
10f adapting its design to a 





after only three weeks, and | mean everything—all of the 
tricks and gameplay were ported perfectly!” Of course, 
this fait accompli is giving developers all the time in 
the world (um, ahem—Ed.) to make full use of the 
system’s hardware. 

In the Dreamcast version, expect the same ten 
courses—ranging from rather straightforward half-pipes 
to officially-unsanctioned shopping malls—and then 
expect to scream In pain when your beloved skater loses 
a few teeth on the sidewalk. This time, though, he or she 
(the game will feature at least ten playable pro skaters, 
all rendered in lovely 3D) will look much prettier—at least, 
before they break their faces. Barnhart tells ODCM that 
"high-resolution models and textures, a bunch of special 
effects that you couldn't do on the PSX, a higher framerate, 


Killer game 





‘SEGA/SEGA- ‘TRA 
While we're not huge tennis 


,. POWER SMASH: SEGA 
- PROFESSIONAL TENNIS 


and a few extras that take advantage of the VMU display 
and VGA box support" will be added. Having seen what coo! 
effects Treyarch ts in the process of creating for Draconus: 
Cult of the Wyrm, Tony Hawk's visuals are something to look 
forward to (In fact, according to Barnhart, the level of detail 
so high that gamers should be able to "read every logo on 
every T-shirt and hat." Is this a good thing, or will we be 
seeing more product placement in games from now on?). 

If there’s one thing that might keep this game from a 
perfect score when it hits ODCM ‘s unforgiving scales, It's the 
missed addition of a four-player or online multiplayer mode 
(a detail which the publisher has already confessed to not 
including). Really guys, we KNOW that Sega has been sicken- 
ingly slow in setting up its online network, but have a heart 
(And a lovely day—Ed.). 


but who's hosting 


PRINCE OF PERSIA 30 


(MINDSCAPE / AVALANCHE * FALL 

While still unconfirmed, alf 
@ signs point to its arrival on DC 
> in Q4 2000. The original Gen- 












polygon-pushing cofisole. But y fans here at ODEM, this one ~ e3is/PC adventure has a large 
the game's developer has -” looks pretty frikkin’ amazing. > \ fanbase to this dey, and the 
assured us that the sequel a <> Ms coming over from Naomi, st Le. series’ 3D debut pleased 
will be DC-bound, and we're so it should be a perfect hardcore devotees. Can it find 
OUT TRIGGER joking forward to a game just PLBNET OF THE APES arson, Graphs rival TV POWERSTONE 2 a console audience in the age 
SEGA/SEGA-TBA as complex anddeep (and gx /yiciWaRE STUDIOS «TBA ie as looks cAPCOM/CIPCOM -TRA of Code Veronica? We'll wait 
This DC shooter is set tobe French) as the original. As detaited in our issue w2 "MP ATOR OL UN After the joy that was Power. ""! 2% 
multiplayer over Sega's net- Special report, this adventure stone, Capcom has already <<. 


work. Quake-inspired 


game has some very high 
gameplay utilizes an effective 


gotten into development on 
aspirations. it's got great 


sts sequel. The game will 


y 





With control and internet 
issues stil up in the alr, howe 
éver, it’s waitand-see... 


license, but fans and newbies 


joystick-ptus-trackball graphics, a sophisticated sto- begin as a Naomi arcade title 
scheme; switching perspec- zyline and more chimps than and will soon be ported to our ¥ 
tives is a welcome option. the King of Pop. Random beloved DC, If you stil haven’) t 

< 


alike shouid be pleased with 
the resuit. 


i 
ms. 3 thed the original, don’t gel 
“ 4 f | The sequel should be equaily 


splendid, 
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>How Big? this might just be the game you wish 
you had thought of-its online capacity will make it 
exactly as big as you want it to be. 


winkle, twinkle little star... while very 
T little is actuaily known about the details or even 

the storyline of Phantasy Star Online, we do 
know that it will take place in a completely 3D universe 
with up to four playable characters, who travel together to 
conquer evil (as per usual). But here’s the catch; all four 
characters can be controlled by separate players in dif- 
ferent sections of the globe. Pretty ambitious. 

You choose which character to play through, and head 
out into the online world of PSO to meet up with three 
other cohorts. For those less inclined to Journey into the 
international role-playing ethernet, the game Is also 
playable offline—you control one of the party members 
and the computer guides the rest. 

Thus far, it's difficult to teli how PSO will look. While 
the three screens released so far are lovely, they leave us 
in the dark about characters, vehicles, weapons and 
everything else that will make the game interesting. 

And how will a typical console RPG fare in the online 
world of event-based, non-linear exploration? Will a strong 
storyline be able to be fully developed, in a new genre that 
relies more on interaction with other players than on 
rounded, script-based characters? Well, we'll have to wait 
and see. Sega has gone on record stating that the game 
will head home by Q4 2000 in Japan, and an offhand 
comment made by Yuji Naka, head of Sonic Team, even 
hints at a simultaneous US/Japan release. Stay tuned. 
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*SEGA/ ARGONAUT - 15° QTR fi. ; - _ THTUS/PLAYER 1+ SPRING 
. It has ra highly-anticipated : Be ier? tikes ts , 
. ' Bytin. — Be NS 
| Rumor has it:that once Rain- : Basically an updated version . ; ane ar ante with licensed cars, 
bow 6 is out the door, its of Battlozone, players control including convertibles from. 
_ Sequel will see the light of day 4 tanh dnd blasta new hole Ford, Renault, ee and 
“soon thereafter. With suiior & Inte everything in their sights. others. Graphics look good, 
‘ graphical and gameplay Old-school gameplay, new- but tire will tell if its combi- 
RRINBON alk Y styles, it got critical raves and: FEROY + aNaLE “school graphics ani sound, RENEGROE RACERS hation of rendered realism 
MAJESCO /PIPEDREAM INTERACTIVE: © Would make a solid addition _ WRESTLING and a hella fun fourplayer INTERPLAY /PROMETHEAN » SPRING © aN unrealistic femlee | 
JANUARY TBA tothe | Ce mode, Ona to watch: _ Looks quite good, buthere’s sling will pass 
t's been in development helt =) MIDWAY /MIOWAY “TBA the head-seratching premise 
forfriggin’-ever; Majesco has Here's a wrestling game to get _ : direct from the interplay wab- 
had serious problems eC the 2. excited about. Using the same site: “Each [racer) feels that 
WindowsCE develo; / x cartoony graphics engine and they're a renegada from their 
ae And it's men vé med dn on 7 eee style of R2R, chosen profession and/or 
iroprovements < "Midway have probably got a lifestyle..winning the race is...8 
will es necessary for this to” gold mine. With variety (and a bg) fo bring thamselves back 
become a ERG) DC title. if pee! mode?}, this could in ine with their homes, pro- 
Who knows? ’ ee multiplayer fun. 
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Why will 2000 he a good year for Dreamcast? 

@acause the killer app for DC Is swimming out soon! 
What will the next genaratton of DC gamas be like? 

My Intarests lla In creating gamas daserving to ba called 
“Reality' Instead of just ‘Virtual’... 

How much powar has boen usad so far? 

It's not the powar that mattars, but HOW you use It. 
What excltas you most about DC gomes in 20007 

New, original game ideas which wera designed for such 
powartul platforms. Racing, fighting and shooting was alraady 
fun on 16bit consoles. | hopa for new genras of gamas 
coming out that were Just not possibla before. 

What was your favorite DC gama of 1999 and why? 

Ecco the Ooiphin. @ecausa I am blasad. 

What games have you been playing recently? 

Unreal Tournament wakas ma up when coffae can't. 
What gamas of 2000 are you looking forward to? 
Dafinitely Shenmuel 

How do you feel about the onlina futura of Dreamcast? 
Playing against real human opponants ovar tha net is so 
much more fun than playing against Al. | really hope thare 
wlll ba mora onilna games coming out for the Dreamcast. 
Dreamcast has it all—both the power and the connection. 
What are your Naw Yaar’s resolutions? 

1D24 x 768. 

What does tha yaar 20D0 maan to you parsonally? 

32. 

What ara your hopes for tha yaar 2D007 

Finding a beautiful single white female. 

Ave you excitad about the tachnological futura? 

Yas, as long as | can keep up with It and enjoy It. 

if you could traval Into spaca, which plenet would you visit 
and why? 

All of tham, plaase. 

Do you baillava In axtra-tarrestrials? 

@ased on the evidence so far, | can't. 

If you had to fly off Into spaca with only ona gama, what 
would It ba? 

Sid Meler's Civilization. 


Dolphin ys. Charlie the Tuna. Loser canned. 
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The big fish (he’s not a fish!) that didn’t get away 


>How Big? wWhate size hit, we reckon. Four 
‘worlds’ to explore, graphics to die horribly for and 
totally engrossing gameplay. 


ergely Csaszar is waiting for a reply. 
The producer of Ecco the Dolphin has been 
watching ODCM ‘just swimming around’ in his 
world for about ten minutes now, clearly reluctant to 
stop cruising and settle into the actual gameplay of 
Appaloosa's epic undersea adventure. Csaszar takes 
notes, and tries not to tap his pencil too impatiently. The 
thing Is, we're unlikely to get to the puzzles until we get 
over the pupil-dilating, jaw-on-the-floor, pants-dropping 
beauty of the graphics. And that could take some time. 
Ecco himself is made up of over 3000 polygons. He 
looks ready to somersault out of his equally-convincing 
environments (better textured and more detailed even 
than Sonic Adventure), and plop nght into your lap. 
“{t's amazing,” we say. Csaszar allows himself a 


Neathwatch: Ecco the 


me 
i 









smile, like a treat. And continuing to play, we see nothing that 
could make us revise that statement (except to add a word 
between ‘It's’ and ‘amazing’ that we're probably not allowed to 
print). Here's what we're up to: 

We use our sonar to to chat with other dolphins and play 
‘Fetch the Fish’, a little game where we, um, fetch fish. Anyway. 
We chat with a big mother whale who's lost her baby, and we 
find the baby trapped under some rocks. Then, like Lassie with a 
blow-hole (Urgh!- Ed), we go for help. By ‘pinging’ dolphins, we 
lead a rescue crew that releases the hapless whale-ette. We 
discover a door to Atlantis, swim inside, fight sharks, get eaten 
by a giant moray eel that whips out of a cave, and travel through 
time to alternative worlds where the relationship between dolphins 
and humans |s not tdyllic, to say the least (Why can't we all just 
get along?). We learn to ‘tail walk’ on the surface and do flips 
and rolls, and to explore what Is by far one of the most beautiful 
and extensive game worlds yet created. 

You'll be able to play it in the Spring. Until then, get wet 
vicariously through us—and check out our feature in Issue #8. 




















ee SEVEN MANSIONS SNK US. CRPCOK 
Fi, SEGA/RED COMPANY » SEPTEMBER IKOEI/KOEI - JANUARY (JAPAN) 4 ‘SNK/CAPCOM SNK/CAPCOM “TBA 
p N) The best feature of this 3D ‘+ & Subtitled ‘Match of the Millen- 
4 mee yo third eta ait tine OF hone adventure Zameis tis 25 now, thes consvic trussene 
™, ay ae Japan's most popular and capacity for two-player spiit- of Japan's two fighting giants 
——. enduring series takes place in Screen play. Each player is just what the doctor 
< N ~ Paris. Relationship sim, RPG progresses by fighting both ‘ordered. It promises to be one 
y NJ and strategy in one, Sakura alone and with 4 partner. of the best 2D fighters of the 
still tpps Most Wanted fists in When fighting together, ptay- year when if and when it 
RUSH 2048 Japan. The hype probably SEANAN ers are able to heip each SILVER makes it Statesida. With a 
MIDWAY /ATAR! GAMES SEPTEMBER © won't begin to abate until it SEGA/ VIVARIUM « SPRING other out of tough spots. Cool INFOGRAMES/SPIRAL HOUSE- SUM- © Japan date set for February, 
This SF-based racer might releases in September, This pet sim on acid’s a tough idea—get if online. MER 2000 who knows? ‘ 
even match the goodness of ah cary ’ he Se 4g Mut to crack. A Seaman egg, a oe Well-defined characters, finear = ‘e- is | B 
Crazy Taxi. While the game teak Coneree '1c= becomes a Seaman Mush- quests, and muchos scripted _ y 
has always been of the ‘love lt » [eg sete F~ |. foomer, which tums into a { events: Silver is an RPG at rf = it 
or hate it’ sort, this version ~ me YP baby Seaman, which eventual- ss heart. Numerous mprove- fs 
has @ LOF to love: 640x480 Ale eed ly becomes a fully grown k a gf is ments to direct character é 
fesolution (double that of the» Cae’ _. Seaman. Right. The game has 4 cortrols have been added to = 
arcade game}, 60 fps, and egies ~~ been selling by the bucket - w & the DC version—this one is. a = 
possible splitscreen and ry . \\ oad in Japan. Should be an i must-have In the making, a" 
online modes. Mmmmm. iy of * a _offoeat hit in the US, as well. Save your pennies! I g 
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ODCM Why will 2000 be a good year for Dreamcast? 

Martys Chudivy There're some awesome games coming out, online 
gaming Is just around the corner, and developers are getting to grips 
with the hardware. Also, it's still the best machine you can buy. 
What will the next gen of DC games be Ilke? 


Bigger, better and faster. Developers can start concentrating on the 
depth and gameplay, to make even more awesome experiences. 











How much power has been used so far? 


Take the right right-of-way—is it this one? Th bonnie re ape ring teu ly wat a gant 


figure, we're looking at 50% capacity at the moment. 


" What excites you most about DC games In 2000? 
>How Big? V8 size, with a twin-turbo, wide Bizarre’s game takes the Tokyo Highway Battle Online gaming. The chance to log In and play against people in Japan 


wheels, a 200 watt speaker system and a Calvin-piss- principle of street racing and puts it on a steady regime and the USA, et al., whilst sitting In my Ilving room In the UK. 
ing-in-the-gas-tank sticker. of steroids and cross-training, to create an international What was your favorite DC game of 1999 and why? 
% Sout Cailbur, without a doubt. Even | can play It! 
racing experience that spans the streets of San Francisco, ener : : a a 
rt jat games have you been playing recent 
i : ith Sega Rally safely (and finally) out of Tokyo and London. With over 20 cars available to collect Be aa TE ST Nes oc palis an 







the gate, there’s a battle brewing for the with your race winnings and cities so detailed that San Furballs will never get finished. 
hearts and minds of OC driving fans: and it’s Franciscans can just about spot their houses (albeit How do you feel about the online future of Dreamcast? 
between two heavy-hitters, Sega Japan's Sega GT and _blurrily) as they careen by, MSR is nothing tf not fully ae oe Ha ae Mote Soconnie ct youlto gaan ual? te 
i ‘ e able to play next-generation games on it, both off- an 
Sega Europe/Bizarre Creations’ MSR. Both feature loaded. Early reports suggest that the game has online?)As the quote sos, ‘if youlbilidlit| theyiwilllcome. IF we (the 
licensed cars, and both boast ultra-realistic driving developed in leaps and bounds since we previewed developers) bulld the right online games, then the gaming public will be 


models, sounds, effects and environments. itin Issue #1—and it was damn impressive then. more than ready to jump on board. Quake 3 would be great! 
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= STAR TREK: =. 3 STRIKER PAD 2000 WF, STUPTO INVADERS 


7 NEW WORLOS FR tweens aces , Garo Ee, 
ern : re is been out } pointand-click adventure wi 
INTEREENT/ UE re — the UK for some time now Gos) soma of the best animation 
CR SRA DEE toeeldinie a ! under the moniker of UEFA f=. BES) 2nywhere, pus a lanous 
. ‘3 A y triker), petting critical praise artistic sensibility. Producer 
Shape OSE luc ; from those dodgy blokes. t's. ir : Gaumont has created movies 





New Worlds will be one of 
DC's first multi-player online 


Pasta Suono = eatemammste, 


see He neeaien hen 
SOME Fo! rol ona, cl 
STREET Tae eee ta STM wp youtheyve gol sewer, 





CAPCOM CAPCOM - FEBRUARY Prospactive format that might EA could throw together). We WASBRO/INERACIWETEAM 17-MARCH Great writing and voice-acting— 
uals the ho-hum Playsta. SuPport PCteDC play. like our footie, ma t'sa phils or multi-player _- it's highly anticipated. 

tion game, SG2 combines aerate ie tes bis pete Peghege ‘Facer with fast R/C stunt cars. =) 

combo action. The import _ ae playa the ara a ng , : end ones hee: SuneGee ; { 

telease was nothing Been bah is perhaps the best SF » features over 24 race tracks, 

however, so we're Nat quite ae yet. Gorgeous art and anima- ~ 4 upgradable cars, and fast, ey 

watting ourselves over.this. _ tion, and nearly zero toad __ i * furious gameplay. Think ”) 

one. Capcom has better — time before matches (go DC, ; X .. Revolt with a twist (lots of b 

games up its sleeve. 0 OCH}. Another Capcom hit. . = tham, in fact). 
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No Lara Croft, but it’s got big (um] ships... 


wo years ago, Toby Gard and Paul Douglas 

left Core Design after hatching a little game 

called Tomb Raider. Toby invented Lara Croft 
and Lara Croft's ass, and Paul programmed both. They 
created a monster hit (some would say a monster and 
a hit}, and fled to form a company called Confounding 
Factor, make a game called Galfeon, and save up for 
Ferraris. Oh, and talk to us on the phone (we dial 
collect, of course). 

ODCM So, Galleon. It’s just Tomb Raider with 
pirates, isn’t it? TG (Disdainfully) It shares little in 
common with Tomb Raider—except It’s in third person, 
It has action, and it has puzzles. In every single other 
concelvable way, It Is such a massive advancement 


two. 


TEA FORTRESS 


SHERRA/VALVE «TRA 

This long-awaited multiplayer 
extravaganza is on its way to 
the Dreamcast. Along With 
Halo, it fooks to take mult- 
player experience to new 
levels of interactivity, giving 


each player his/her own 
TAKE THE BULLET duties in the armed conflict. 
SEGA/RED LEMON ’ TBA While it's probably a long way 
Said to use the lightgun's 
unique directional pad, TtB 
features presidential body- 
guard Jack Travis, who's 
sniping at would-be assassins 
and defending the American 
way (Coke or Pepsi?}. With 
four-player split-screen and 
416-player online action, this 
could be great. 


ae 


*Quote has been ‘enhanced’ for entertainment purposes and may not be ascribed.accurately to Martin Chudley., 


over Tomb Raider that It really isn’t worth comparing 
the two (you snippy little blond person). ODCM Ah. 
What can you tell us about the plot? TG Rhama Sabrier, 
captain of the frigate Endeavour, is summoned to the 
island of Akbah by a famous healer, who asks him to 
examine an artifact he’s found—which leads the captain 
off on a great quest. ODCM So, how big Is It, then? 
(cough) TG | would say it will be at least equivalent in 
size to the original Tomb Raider. ODCM What's your 
favorite thing about It? TG It’s been our goal to bring 
up our level of animation, so we have characters who 
solidly react to their world and actually emote. And 
other characters can be directed in the game as well, 
to prevent it from being lonely (as third-person games 
can tend to be). This also lets us make a whole raft of 
new puzzles. What else? Oh yes! Monsters. We have 
big monsters. Really, really big ones. ODCM Er, cool! 
(Bigger monsters are always better, aren’t they?) 


cc Martyn Chudley* 


1 the same vain as the wildly 
successful Hot Shots Golf, 
this one’s a gold game with 
very big heads, Fast game- 
play, simple stats. and 


Toby Gard The next wave of softwara will be avan batter, and hopefully 
wa'li see a decent onllna gama or two. 


What will the ne 





aration of DG gan 





i imagine that tha Draameast will follow the standard consoie softwara 
talaase format: First wava: slmpla arcada styla games, baat-am-up 
sand-racing games. Second wave: a good faw corking titles with soma 
dapth, mixad up with a load of dross. Third wave: aquillbrium; sequals, 
franchisas and developers pushing tha system for avary last ounca of 
power. 

How much power has bean used so far? 

Not ali of It, by any means. 

wh 


t axeltas you most about In 20002 





Tha muitiplayer aspects pre ma are most, by a iong way. 


What was yo! 





De gama of 1999 and why? 

Powerstone. It was the first beat-am-up that required you to fight In 
raal 3D, Instead of In a 2D game that was displayad In 3D. 

What games have 

Donkay Kong 64, Pokemon Rad, and Homaworid. 

ard to? 

Biack and Whita, whataver Miyamoto does, and all tha surprise titias 
that wili coma out of nowhere and make you go WOW! 

How do you feai about tha oniina future of Dreamcast? 

Fabulous. it’s a shame that Gaileon was naver dasignad to work with 
any kind of networking, so we at laast won't be abla to take advantage 
of it. Howavar, if OC got itself an onilna gama that bacama as popular 
as say, Unreal Toumament or Uitima onlina, It wouid stand a good 
chanca of giving Sony a run for Its monay. 
If you coutd travel inte spaca, which ptan 
Europa, evan though It’s a moon and not a planat. | ean to go fishing 
thara. 





e you bean playing tecen' thy? 





What gamas of 2000 ate you iooking 


at would yot 





Do you ballava In axtra- tlais? 
Oh aya, i just don’t bailava thay’d cema ali the way hara Just to abduct 
American farmers. 

If you had to fty of what would it ba? 


it would ba Pokemon—(d hope that tha ET’s would aiso hava Pokamon 
so | could trade with them. “Gotta catch ‘em alil” (God, I’m sad.) 








fo space with only ona gama, 


TOY FIGHTER 


SEGA/SECA-TBA i 

A cross-polfination of Toy 
Commander, Virtua Fighter 
and Toy Story, Toy Fighter is 
nothing if not different. The 
one-on-one brawler fights with 


off, we're crossing our fingers. 


= 


TECH RONANCER 


CAPCOM/CAPCOM « 45° QTR 
No, it’s not the guy from the 
computer lab dressed in 
lingarie. in this free-roaming 
game, you contre! a 500-ton 
mech in a sort of satirical 
taka on the fighter genre. Its 
hilarious, over-the-top styla is- 
sure to please hardcore fans— 
it’s gonna be a strange but 
cool niche game. 


deformed characters are al} 
included. With six mades of 
play and weird obstacles, it’s 
sufficiently challenging and 
wacky to appeal. 


iii. 
“ 
ergs 
- TE. svat 


vgn aes = 

SEGA/ CLIMAX « FEB 2% 

Developed and designed by 
Sega darlings Climax (Land 
Stafker, Dark Savion), Time 
Stalker joins together some of 
role-playing's favorite heroes 
to sneak around dungeons 
and care for weird RPG 
creatures in the VMU. it wasn't 
warmly received in Japan, but 
DC does need its RPGs. 





superheroes, soldiers, datls, 
wind-up toys, and stuffed 
animals instead of standard 
warrior-types. A nice change 
of pace for fighter fans. 
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HUNT OR BE HUNTED. 
KILL OR BE KILLED. 





a 
Rockstar Motorola Pager 
with a purchase of 


Wild Metal 
High expiosive, heavy artillery arcade action! 





~ e . 


State-of-the-art physi¢s engine “9 whim 
dynamic veficte handling & incredible eam aif 


WWW.ROCKSTARGAMES.COM li a 





coming soon to 


Sega© Dreamcast” 


“One year numeric service contract required PLEASE NOTE: Gradit card payment for Lene pele months prepaid numerie air time service at $10.33 par month era of $124, 00) | plus $10.00 
shipping/handling and all applicable taxes and FCC charges required at time of order (non-refundable). No activation fee. Free pager must be claimed by 12/31/00. Offer ine Foe eervice coleae 
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standard terms ard conditions of service provider. Occasional promotional messages may be seni by sponsor. Offer good | in U.S. Ghiy. Void where prohibited. Offer available while- pepe ee 


Over 20 levels take place across 3 worlds in day 


and night during various weather conditions. 


RATING PENOING. 








What Is It? A pixie-raising game. it's a bit jike Princess Maker. 
Only with pixies. Darn their tiny little hands and Spock-like ears. 


Dr Strange after a severe schizophrenic episode. 
a as: Marrying a tablespoon. 
: Less than zaro, 











IANIA #203 isegal 


? A roommate simulator game. Face it—It’s a crap Idea. 
Remambar your college roommates? The one that left hls skiddy 
undarwear In tha bathroom, tha one who hid dirty dishes undar 
his bed (and yours). Surely, a game Ilke thls would be greatly 
anhanced If you wera given a Glock on Day One and 200 rounds. 


r than: Dr Stranga. 
Dressing up as the rock on Star Trek for a day. 
: Not as bad as they should be. 


A DE GO: 3000 MILES (taito) 

What Is it? A traln-driving sim. Press a button to accalerate the 

train, then sit back and watch it go. An hour later, push another 

button to siow it down as you arrive at the station. Repeat. For 

3000 miles... 

Stranger than: Dr Strange's little-known sidekick, Dr. Kinda Weird. 
E nge as: Wearing a chest-wig on your ass. 

o: Nil. 











BUS GUIDE [Fortytival 





? A bus-driving sim. You drive your bus slowly around 


the ity. 


Stranger th 


an; Dr Strange’s strange friend, Dr, ‘His ayas ara too 
close togethar or something’. 


strange as: That guy on the comer shouting for no reason. 


3: Expect a release In the US about the same time 
zas ovat. 








interchannel) 


at Is It? A dating pa Teena CHES, a school, tha option 
to sand tham flowars and little love lettars. 


Grandma still taliing after everyone has left the room. 
nga ag: “There never was anyone in the reom, Grandma...” 
ects’ About the same as you dating twelve chicks at once. 
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ust about a year ago, id Software CEO 
Todd Hollenshead announced that the rights 
to Quake 3: Arena for Dreamcast were still 
available. Since then, you can be sure plenty of suitors 
have tried to take Quake 3: Arena to the Dreamcast 
party. We don’t know which lucky developer will get 
the project, but we believe that Sega will be the 
chaperone—er, publisher. 
For those of you unfamiliar with Quake 3:Arena, 
it’s basically the ruler of the first-person deathmatch 
category on PC. Developed by programming guru John 
Carmack, the game’s engines feature fantastic curved 
surfaces and are some of the finest examples of 3D 


ext to a new console system called the 
'X Box’ (i.e., Xtremely profitable box) that 
Microsoft is building up ia Seattle, the DC ver- 
sion of Half-Life has been one of the worst kept secrets 
in the videogame industry. Originally developed by Valve 
Software (which was formed, coincidentally, by former 
Microsoft employees) and already named “Game of ’99” 
by many PC publications (despite its "98 release date), 
Half-Life seems to be one of everyone’s favorite games. 










Fig 


LE c h4e 


engines programmed to date. Considering no one will talk at 
the moment, and given the stellar nature of Quake 3’s muiti- 
player-intensive gameplay, the title is a natural for the 
forthcoming Dreamcast network. So don’t be surprised if this 
one comes up in the Fall when the network appears—it'll likely 
be an 8.0 on the Richter scaie (and at least an 8 on ours). 


Powered by an evolved Quake 2 engine to enable the 
creepy settings, it’s packed with detail. You play Gabe Free- 
man, scientist, working in a secret government fab that opens 
a portal to another dimension and frees all kinds of nasty 
aliens. An X-Files-esque storyline with frequent puzzles and 
obstacles unfolds. Sega has already admitted that Half-Life 
will be featured on the network: so expect to see it this Fall. 


“‘T’n really ore about Jar Jar. 


TOY story 2 


ACTIVISION/DISNEY INTER. « MARCH 

A game based en the hit 
sequel is on #s way to DG, 
and judging by the Playstation 
and N64 games, this free- 
reaming 3D platformer should 
be a big hit. it’s got all the 
character of the movie, and 
the same beautiful visual 
style that has made the 
movies so insanely popular. 


UNDERCOVER 20258..D. 


© TBA/PULSE INTERACTIVE “TRA 

This Resident Evil-style adven- 
fure should be on Japanese 
store shelves as you are read- 
ing this, and is reported be 
hitting US shores shortly 
thereafter. DC owners should 
have enough sunaval horror in 
2000 to keep them delightful- 
ly damp eH year tong. This 
one’s leaking very solid so far. 
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cs (x 

Y RALLY Z: CE 
INFOGRAMES/INFOGRAMES - TBA 
This game was excetlent on 
the other platforms, and 
should fare well on the 
Dreamcast with enhanced 


graphics and:sound, new han- 


dling and physics, flashier 
Special effects, end ¢ four 
player mode. Finally, some 
Serious offroad competition 
for Sega Raily 2. 


VIRTUA STRIKER 2 
VER. 2000.1 

‘SEGA/SEGA- MARCH 15t 

The original Virtua Striker was 
@ “love it or hate it” footie 
affair, and this sequel is no. 
different, With arcade-style 
controls and gameplay, we'll 
see how the hardcore receive 


it. Try the demo on this 
month’s GDROM. 


VIVA SOCCER 


INTERPLAY /INTERPLAY - Q4. 


uw Adding to the wave of DC- 


TRTUAL ON: 
ONTRATO TANGRAH 
TBA/SEGA-TBA 
Rumors have been circulating 
that VO:0T may be published 


* in the US by a third party, as 


Sega is hesitant to release 
the game because of the high 
price of the (quite necessary) 
‘Twin Sticks controller. We're 
crossing our fingers~hard. 


bound soccer games, little is 
known about this one aside 


' from the fact that it’s based 


on the Playstation game of. 
the same name. {t should be 
one of the first one out of the 
Bate (though we've heard that 
one before), so keep your fin- 
gers crossed, 


wiw_DailyRadancom 








he Man With No Appendages ts back, 

and this time he’s in glorious 3D. Drawing from 

the same bizarre sparkle that made the original 
game so wonderful, French developer UbiSoft has once 
again crafted what looks to be another platforming mas- 
terpiece for the ages (and for all ages, coincidentally). 

In the same vein as Mario or Banjo-Kazooje, Ray- 
man 2 Is a free-roaming 3D platformer with style to 
spare. The graphics are, without question, the best the 
genre has ever seen—they help to create a world that is 
far more palpable than any yet conceived. The promise 
of a living, breathing cartoon (dulled by so many false 
starts and PR exaggerations within the industry) has 
finally been fully realized. Lush, exuberant landscapes 





fter the most lackluster blockbuster 
this side of the ishtar fault-line, George has put 
his Joystick in the hands of gamers to see if It 
fares any better in their—um—consoles (now now, settle 
down, sport. There’s no Jar Jar Binks disembowelment 
stage, but it’s still bound to be worth a shot). 

Essentially a port of the popular wipEout-inspired PC 
and N64 game, Racer Is the first Star Wars title to make 
the 128 bit leap. The good news? According to Chris Bam- 
house, senior software engineer at LucasArts, "Graphics 
are faster, smoother, and sharper [on Dreamcast]." Like- 


really amu.’« George Lucas* | 


Sees WORLD SERTES 
BASEBALL 


SEGA/SEGA + SPRING 

Along with its traditionally 
great gameplay. individual 
faces are mapped onto the 
(real) players, and everything, 
moves at 6Ofps. This is anoth- 
er NAOMI port, and if Sega’s 
other sports games are any 
indication, it shouid ‘rock’. 


ROCKSTAR/DMA DESIGN - FEBRUARY 
This Is one game that needs 
to be played (rather than just 
seen) in order to be futly 

appreciated. With a truly 

amazing physics engine and 
more gameplay than you can 
shake a-stick at, you actually 
feel tike you're piloting 2 real 
tank. Definitely one to watch. 


www.DailyRadarcort 

















and a consistent 60 fps make this one smoother than 
Simon Cox at a singles’ bar (bloody Englishman!). 

With a surreal, fleshed-out storyline and enough vart- 
ety of gameplay elements to keep players on their (albeit 
non-existent) toes, this is sure to be one of the most 
appealing and worthwhile games of the coming year. 


: RACER 


a 


Rs 
= 





wise, multiplayer modes retain the same draw-in distance 
as single-player. Though just a port, Racer iooks to be the 
good kinda solid port of a solid game. Definitely one to 
look for (along with George's neck). 


AESTLEMANIA 


THQ/AKI-TBA 

An improved OC port, this is 
universally considered to be 
the new higt-watermark for 
wrestling games, and with a 
four-player mode and more 
than fifty wrestlers, this is 
gonna set the worid on fire, 
Though still unannounced, we. 
think it may be on its way. 
We're almost positive. Honest. 


=Quote has been ‘enhanced’ for entertamment purposes and may-not be ascribed accurately to George Lucas. 







ong before those Resident Evil zombies 

began scaring the loose stools out of gamers 

everywhere, there was Alone in the Dark—a little 
gem which in many ways redefined the adventure game 
on PCs. Characters were no longer blocky point-and-click- 
able sprites, but rather fully-controliable, fully-polygonal 
beings that moved like the real thing. It was a revelation: 
a model for its genre. And now, it has spawned a Dream- 
cast baby. Mazel-tov. 

Although the game has been shrouded in quite a bit 
of mystery, initial footage has looked nothing short of 
stunning, With distinctly Lovecraftian design and and the 
sort of supernatural, terror-inducing content that the 
hordes of mutants from all those other games just can't 
touch, the series has always had the sort of subtle charm 
that we love to see inching its way into gaming. And in 
much the same way that Code Veronica has taken its 
forebears into 3D realtime environments via the express 
way of Sega’s superconsole, A/TD4 is making a similar 
dimensional transition. Buy some new boxers, ‘cause 
your bowels might just do the same. 
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COMING. 






































2000 DC 


ie 


>} Surf's up! 

Cable Modem A high-speed replacement for the 
56K modem that currently resides down-and-to-the-right on 
your console. What do you mean, you didn't 


know it had a modem? Okay, well, the wy, 
point is this: with their much-wider Cd 
bandwidth, cable-modems i 


allow you to play games a ” r 
online with no slow-down : 
(deathmatch Quake 3, 
anyone?), download games 
into RAM (or your Zip Drive— 
see below) and surf the 
internet at speeds finally above 
‘crawl’. Though it’s not expected to 
arrive until the end of 2000 or early 2003, 
Sega is already planning a test-run of a cable-modem 
Dreamcast system in the Suginami district of Japan, 
for Spring 2000. 

3 ¥| Blockbusters! 

DVD A DVD add-on could be available for Dreamcast 
as early as March (in Japan); Sega already has a working 
prototype locked away in its secret labs. Capable of 
playing DVDROM games (all two of them) and movies (Oh 
no-—Dante’s Peak Special Edition!—Ed.), it’s being 
underplayed by Sega's Senior VP of Marketing, Peter 
Moore, who has publicly stated that he wants the 
Dreamcast to remain focused on games—and that the 
DVD drive will be released only when it can ‘enhance 
gameplay’, and not before. Cost is also an issue, so we'll 
be giving them away free with this 
magazine. Or maybe not. 






rb § Zip. Zippit! Zzzzzp! 

Zip Drive If you're unfortunate enough to be 
encumbered with a PC, you may already be familiar with 
fomega's 100MB {and 250MB: oooohhh) optical disk drive. 
If not, you may be interested to hear that come 
next year, you'll be able to plug one into your 
Dreamcast. The drive fits snugly beneath the 
console, and the discs themselves will improve 
save-game options (alllowing for greater, more 
detailed save data), provide e-mail and Web info 
(histories, bookmarks, images, pages, etc.) storage 
space, and serve as a home for game 
patches/updates and cheats. Think of it as the hard 
drive your console never had. 












KODAK VPS GOOE 


ys Block-rockin’ beats! 

MP3 VMU Sega Japan has been talking about 
releasing a new, enhanced ‘super-VMU’ for some time— 
and this little puppy will be something really special. 
Capable of storing MP3 data (the compressed-music 
format popular as hell on the internet right now) and 
arriving complete with a headphone jack, it’s likely 
(though not confirmed) that you could use this VMU as 
a portable MP3 player. 

By Scrap Splastic Swatches! 

Swatches Popular with the leg warmer- 
wrapped fans of Euro band A-Ha, It 
epitomized that ‘80s cool—and now the 
‘fun’ Swatch watch is set to be the official 
timepiece of Sega DC. Rumors are flying of 
a special Swatch that acts like an VMU, 
storing saves, addresses and maybe even 
games. Ssuper! 









DAYTONA Z 


Aeew, Dal 





Wier” 18 WHEELER 
) AMPRO TRUCKER 


f > (SEGA) 4 
As announced in DC Direct 
World (page 33}, Sega is on 
the verge of releasing Naomi- 
oe powered truck-racing game 18 
’ Wheeler American Pro Trucker 
OUTRUN Z in the ercades. The game 
(SEGA) may be console-bound by 
We kid you not-Ouerun, that» he summer 
arcade classic, may be reborn + | 
in 128bit glory. What must be 
one of the most eagerly- 
aweited sequels in videogame . 
history is completely shrouded ~ 
in mystery, but we reckon on 
seeing it before the year is 
out. An E3 announcement?” 
Here's hoping, 








2 view © 
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WHAT WILL DREAMCAST GAMING be iike a thousand years 
from now? We'd Ilke to say that we've peered Into our crystal ball and seen 
tha future claar and gleaming like the North star. Gut we didn't, wa Just 
goofad around and made up a bunch of crap. Still, you do what you can... 


ODCM predictions for the next Millennium: 


Saptamber 2999 Dreamcast v. 500 Is released. Tha world rejoices 
(the console is so small It fits into your ear) and than racolls In horror 
at tha fact that it’s powered by Windows GE—the axtra RAM for which 
requires the usar to wear a 200Ib nuclaar-powerad backback. ODCM 
celebrates Its 12,000* Issue, A subscription costs $42 million per 
year, Aut you get a fraa disc. 


October 2999 Sega launches Virtua Sonic Nights Rocket Adventura Rally 
Party-Mue, following over a thousand yaars of repeated requests from 
fans to update its classics. It uses threa controllers simultaneously, a 
VMU the siza of a TV, and the new ‘Shuddar Pack’ that plugs into your 
splne and takes over your central nervous system, racking you with 
untmaginable paln and convulsions every tima you lose a ilfa. No rafunds... 


November 2899 D3 announced. Kanji Ino has long since disappearad 
Into a psychedelic vortax that opened up just below his feet whlla he was 
In the process of dellvering the final code of D2 to Saga. His successor, a 
hyper-Intelligent, genetically anginaared platypus (“I’m not a duckI") 
named ‘Uno’, promises that D3 will certainly be ‘cool’, but ha’s unsure 
about the plot. Ha assures us that It will ba a ‘cool’ plot, navartheless. 


Decamber 2999 Still no online support for many Dreamcast games. 
January 3000 Shenmua 2 “nearly ready.” Yu Suzuki Is now a braln ina 
Jat, but ha’s determinad to finish the second chaptar of Shenmua. 


February 3000 Following an unfortunate accident In Sega's R&D 
department in which the contants of Yu Suzukl’s brain Jar was mistaken 
for cat food, Shenmue 2 has been dalayed. Gat Is namad head of R&D. 


March 3000 Saturn (the planet} closes down. Its parent company 
blames the planet’s shutdown on a premature launch, a lack of support 
from third-party Indl genous Ilfe-forms, and poor marketing, pointing an 
accusing fingar at tagline “Tha parfact aiternativa to Uranus.” 


FERRARI F-330 
(SEGA) 





Fa. ree (SEGA) 
' tai, Y; Naka says he's doing it one 
“vel of minute, and than denies it the 
en next. So what's reatly going 

- » on? Once again, Sega will 
neither confirm nor deny the — 
existence of this titfe, but 3 









—_— -_ 


inside sources at Sega Japan 

TOY CONHRNOER 2 — fevenotea some acter BLACK RND WHITE 
{SEGA} eau a Nights sequel —{EN) 

The original Toy Commander y declined to elabora”’.__—_if Sega Is still looking to fill 
was great, and-sold well. 3) i the ontine killer-app gap, then 
Frederic Raynal, boss of Sega- = _ Black and White from ; 
_owned French developer No - legendary developer Peter - 
Cliché, is elt about creating Molyneux could be the 
tongrunning seties, so a answer. if it’s corns fe 
sequel is likely—but not until Dreamcast, that is. f EA have 
‘ste this year. Until then, We rights, and they're still not 
~entent yourself with news of euddies with Sege Amenca, it 


their other title, Agartha. (ould be a long time coming... 


(SEGA) 

Despite the original arcade 
tittle requiring three Naomi 
boards (effectively three 
Dreamcasts) to drive the 
graphics, the home version 
should be pretty close, 
requiring (unlike the three- 
screen coin-op} just one 
Monitor—and hopefully only a 
third of the power. : 
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JALECO 
& Sega©‘Dreamcast 


www.jaleco.com 


In the 21st Century terrorism reigns 
supreme in an ever eroding environment. 
Aboard the Heimdal Aircraft Carrier, 
survival is all that matters! Its a new 
world now -— a savage, deadly, wasteland 
where you save whoever is still alive and 
to hell with the dead. 


WAY [ale Ma colmmaelaiico) Mel Mm -t-latemm ca(-mnyoleligioga) 
Cross bombs the Heimdal, setting free 
ARK —- a prehistoric organism. When ARK 
attacks, it implants itself in humans 
making them hideous, monstrous drones _ 
that carry ARK seeds and _ infect others 
determined to eliminate ALL of humanity. 
ARK breeds, mutates, and insanely lusts 
for the end of human life. 


Even if it looks human, you could be, 
screwed ‘cause it may be an ARK drone. 
Who is friend, who is foe? 


You are part of an elite unit chosen to 
isolate and destroy ARK on the Heimdal 
Aircraft Carrier before it reaches land. 
You must fearlessly blast your way 
italcolelelam-meieleli\ mre selelie mel marcliMuccl Ae 
flooded control rooms and security levels, 
battling sinister mutants, while gaining 
clues and power as you advance. 
|) You never know whats lurking in the 


_») murky_water.or.around.the..next_ corner... 


Meanwhile, ARK is gaining power after 
attaching itself to the nuclear core of the 
Heimdal. Sheer wit and brute force are 
all that can. save you now. 


Ecce ee 


SCANNING ‘SAK 



































“Crazy Taxi provides 








CrazySexyCool. Buckle up, kids. 


' n the face of it, the concept doesn’t 
do much to raise that proverbial 

—- flag. Driving around in a check- 
ered cab and completing multiple pick-ups 
and drop-offs within a given time limit 
isn’t the most opulent vision of gaming 
grandeur, to be sure. But while role-playing 
a cabbie (without even a dashboard Virgin 
or beaded seat-cover to help set the 
mood) isn't necessarily the most obvious 
approach to home entertainment, Crazy 
Taxi is, without a doubt, one of the least 
crazy reasons to own a Dreamcast. 

After only a few spins around the high- 
resolution block, it becomes easy to see 
why AM3’s latest asphalt-burning title was 
one of 1999’s most well-received arcade 
games, and is one of 2000's most highly- 


anticipated Dreamcast titles (but will not be 
mistaken as a sequel to Taxi Driver, Mr. 
Scorsese’s cinematic exploration of intense 
psychological suffering and paean to the 
immutable agony of the human condition). 


Gameplay in Taxi is of the ‘get in-get- 
outand-count-yourmoney-later’ vanety (a 
style some critics view as more appropriate 
for the original quarter-munching coin-op 
machine than for your home console). 
Pedestrians dive out of the way, fruit stands 
topple, and every rule in the DMV’s guide to 
defensive driving gets flattened, squelched 
and then flattened again in the name 
of victory. 

Dropping a few bucks for 15 minutes 
of visceral experience is one thing (ask 


www.DallyRadar.com 








RESULT .2. 8E 


BCEOG GOQiea 
$ 983.13 


LB 


ORSRNSS 


8 This is what happens when 
you suck. Not that we suck. 
See, we just wanted to show 
you, like, “What if we sucked. 


B.D. Joe is the happiest- 
looking cab driver we've ever 
seen. Um, no comment. 


an 


@ 





any politician}-but when that same visceral 
experience moves into your house and 
unpacks its undershorts, it becomes a 
very different beast. Essentially, the big 
quastion for gamers is this: is Crazy Taxi 
worth fifty of your hard-earned bucks? In 
a word: hell, yeafy (don't even sweat that 
extra word—we threw it in as your 
gift-with-purchase). 


The game goes a little something 
like this: pick one of four crazy taxis (each 
comes complete with complimentary crazy 
driver), drive in quite a crazy fashion 
around a huge city (which happens to be a 
near-replica of crazy San Francisco), and 
alternate between picking up and dropping 
off a wily bunch of crazy passenger-types. 
Because each of these passengers is on 
an extremely tight schedule (they seem to 
have something called ‘lives‘, which 
means that they probably don’t work in 
crazy publishing), drivers are forced to play 
a game of beat-the-clock each time they 
pick up a new fare—which is definitely a 
crazy proposition. A moving arrow guides 
drivers to each destination, but because 


www. DallyRadar.com 


surroundings are laid out like those in a 
real city, they're rife with shortcuts and 
alternate routes. This freedom of move- 
ment keeps the game fresh and exciting, 
and makes each outing a naw and unpre- 
dictable experience. Crazy. 

Visually, Crazy Taxi looks better than 
Jennifer Lopez on a sliver platter with a 
side of curly fries and a banana-split 
(who-split?) sundae for dessert. It's simply 
spectacular, with polished, high-res 
graphics and a sense of style all its own 
(think Toy Story meets Wonder Woman 
animation meets Daytona USA. Give ita 
try: see if you can describe it any better). 
Streets are lined with lush, detailed houses 
and buildings and an assortment of 
recognizable San Francisco landmarks, 
lending a unique sense of (Sur)reality to 
proceedings. The city is alive with move- 
ment and energy, and it seems to 
contain an overabundance of oblivious 
drivers (talking on their cellphones), 
viciously offensive drivers (due to the 
violence-inducing effects of playing 
videogames), and just plain bad drivers. 
And to make your roadgoing experience 


§@ “Excuse me, do you know 
where | can get a pair of pants 
cool enough to match this 
cutoff purple shirt?” 


@ Here, the challenge is to 
drive this priest to his church 
on top of the hill without sin- 
ning (i.e., cursing, running over 
nuns, etc.). Note: Please direct 
complaints to Simon Cox, Ed. 


{B) This chump is never gonna 
make tt—well, maybe if he 
stopped eating so much KFC. 
“Go vegan or go home, 
Punchy.” 


Here at the Official Sega Dreamcast 

Magazine, we believe that the best things in life 
are free (or $7.99). Thet Is why, each and every 
month, we use this space to single out some of our 
favorite contributors for special attention—instead 
of paying them. No stalking, please. 


Writers! How We Love ‘em! 










‘CORD BARRETT SMITH 

(kord) n. 1. Former PR agent of the 
Hollywood stars, currently trapped 
in an university, teaching. 2. Propo- 
nent for adding Sega Rally 2 to any 
mandatory reading list. 





ANOREW KAUFMANN 
(an‘droo) n. 1, A male native of the 
Texas region, imbued with abitity to 
write and maintain a gaming site, 
2. The other man on the moon. 3. 
One with a passion for RPGs. 


JORG S. TITTEL 

{yurg) n. 1. A migratory species hait- 
_ tng from Belgium, currently found 

-| in NYC. 2. Possesses traits (and 
duct tape) of a ‘starving actor’ with 
disturbing Chu Chu Rocket fixation. 


MAX EVERINGHAM 

ymaks) n. 1. Of Britsh heritage, 2. 
One who wears (only) black. 3. Fan 
of American football (not footy foot- 
| ‘well. 4. One who moves from 
country to country for the hell of it. 





| EVAN SHAMOON 
(e'van) n, 1. A member of the Pri- 
‘rate order excluding man, esp. 
| ne of the eyegiass-wearlng smaller 
¢ species. Ex. <An Evan ate my 
}o"ana> (also see Chimp) 











v-. but we don’t need your 








ee 
Wee ee | 9 | etanomana 
a ES 
Wits-appeal is atmad directly at 
Tansoteitheritseancortsestes 4 7 | good 
but is net something that will be 
Speivesmeteteat |) 6 | tortans | 
of 10. Sue, you deserve a system 
tht uses the whole are» of | S| averace 
trorks, and not just those above 7I 
OS EE 
For those of you ene Ea [fiawed 
can't be fo read {sux 
Po 
peel nl e og 
provided which deliversthe -... | i 
review's essential nutrients - 
without requinng exertion, - € 
on your parts prt like a 
ey AWARD 
With Oreamcast's 


PUBLISHER SEGA 
DEVELOPER SEGA/AM3 
GENRE ORIVING 

PLAYERS 1 

ORIGIN CRAZY JAPAN 
PERIPHERALS JUMP PACK 
‘ONLINE NO 

VMU COUNT 23+ 


ESRBE 
PRICE $49.99 







f} (prommsing software 
,  Tineup, we won't be 


“ ‘game evety issue that 
goes above arid beyond the call of 
greatness. For this singular type of 
game, we've concocted our special 
award: the Orsam Game Award. The 
tite that gets this guarantees a good 
time no matter who you are or whet 
type of games you like te play. An 
essential purchase! 


P¥k: Smnail print somewhors in iis mag 
seoures your legal agroament to.buy ait 
Dreany Awerd ities immediatels 
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What Scoring Means to Us ... 


hard-pressed to picks 





© 1 is”. EST ZONE... -Depth Reviews 
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tle Sette 


a ® That big green arrow is 

your tour guide. Seems like 

it's pointing directly at that 

parked car, doesn’t it? 
Hmmm... 


@ “i'm teltin’ ya darlin’, tha 
= critter was thiiiiis biiitg. 

s Sucker almost ripped my 
¢ dam head offl Say...can | 


“Pop quiz, hotshot, There's 2 bomb on have a lift?” 


ahus. Once tha bus goes 50 mifas an 
hour, the bomb is armed. if it drops ' 1 Speedy attempts a double- 
below 50, it blows up. What do you do? ck frp into the taxi. “Arriba 


arriba! Andale andale!” 


ee decal eines at 


i shall call him 
‘Mini-Game’. 


Here's a sampling of the 
minit-gamas added to the DC ver- 
sion of Crazy Taxi, Despite thelr 
simplicity, these games hava 
managad to consume the small 
yat dedicated minds of the mon- fj “Ay, jerk! Get outta my frige’n wey!”-Guy —_— it’s en obvious leap to make, right? Crazy 


keys around the office. Reader “Are you talkin’ to me?” - Othar Guy Bowling. With your taxi. Why didn’t we 
hanana submissions welcome. Crazy Taxi does NYC In Crazy Jam. think of that? Oh yeeh: ‘cause we're sane. 








Crazy Box. Not only the taunch point for In Crazy Bound, drivers must the the pro Re like in The Matrix when Trinity’s inthe Crazy Pole. Check out those environ- 
Crazy Tax! mini-games, but elso the nick- vided ramps to complete @ series of phone booth end sh puts her hend up ments. Imagine them recing by at 60 fps. 
name for OOCM’a crempad jittle digs difficult Jumps across water. Not easy. agalnst the glass as sha tries to—-(emack) Now Imegine—actuelly, stop imagining. 
{read: mini-brains). “Shut up, Evan”. Actually, f’s Crazy Perty. Just go get the demn thing. 
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“Every rule in the DMV guide to defensive driving gets flattened.” 9) | 


(@ Thelma: "Listen up, girI—let’s 
not get caught." 

Loulse: (unconscious}"...” 
Thelma: ‘Let's go all the way." 


1B “You're gonna turn down 
this? Hey, I'm Joey Buttafuoco 
ova here lady!” 


(+) POINTS 


* Control that makes even the 
humble DC control feel like an 
extension of the hand 


* The sort of compulsive gameplay 
that takes hold and won't let go 


(=) POINTS 


¢ When all is said and done this 
is a driving game, a fact which 
may tum off some players. 


BOTTOM LINE 
Playing traffic has never been this 
fun. Crazy, compelling stuff 








Thanks, Pll Just Walk: 


There must be something in the moldy 
‘polyester seating, because Crazy Taxi’s not the only 
wacked cabbie in town. The following are similarly 
‘demented folk who have had much to do with the 
‘checkered cars.. 


Taxi Driver's Travis Bickle. 
“Hey, you free tonight? Great. 
Wanna see a porno? No? Okay. 
Well, | think I'm gonna go kill 
the president. Bye now.” 


Taxi’s Andy Kaufman. This guy 
had more personalities than 
the Village People, for chris- 
sake. And he flossed his ass. 
And look at him. 


D.C. Cab’s Mr. T. “I pity the fool 
who gave me this ridiculous 
haircut. I'm Mista T. | pity the 
fool. I'm Mista T. | pl—” 

Shut up, please. 


Gillian Anderson. What? Haven't 
seen Chicago Cab? Gillle cameos 
(two whole minutes) as a trashy 
fare in this bleak Christmas cab 
tale. We're curious. Rent it and 
tet us know If it’s any good. 
Better yet, send us a copy. 











‘NEO-GEO POCKET COLOR 








Dréaincas 


www.DailyRadar.com 





& even more like the real thing, Taxi's 
visuals rush by at a consistently silky- 
smooth 60 fps with minimal slow-down, 
making Sega Rally 2 look like a three-toed 
sloth with two bum toes. 


Sega has gone out of its way to 
get bigname bands on the Crazy Taxi 
soundtrack, and this insistence pays off. 
Bad Religion and the Offspring are the 
headliners, and while we at ODCM are 
not especially partial to either band 
(particularly not after two or three days of 
intensive exposure), it must be said that 
they fit the game’s furious, frenzied tone 
extremely well. And to top out the saturated 
soundscape, a veritable buffet of high- 
quality vocal samples are often quite 
funny—and always effective. 

New to the DC version of Crazy Taxi, 
a series of exclusive mini-games are 
successfully entertaining—if only diver- 
sionary. Players compete in a series of 


{ |Seore -. 
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different driving ‘tests’, as it were, 
which include ramp-jumping and other 
such distractions. But while crazy park- 
ing and taxi bowling (did someone say 
‘crazy'?) are indeed nice additions to 
the total package, it is the meat of the 
game that will keep players coming 
back for more potatoes. The game’s 
distinctive je ne sais quoi lies some- 
where between its exceptionally fluid 
control and its free-form, explorative 
gameplay. Players are able to weave in 
and out of oncoming traffic with the 
kind of dexterity that would make any 
Hollywood stuntperson proud, provid- 
ing a high-speed rush that has rarely 
been surpassed in the genre. Think 
Bruce Willis and Sam Jackson in Die 
Hard 3 driving through NYC at 90 mph, 
and you'll understand where the 
appeal lies. 

In the end, Crazy Taxi ts just the sort 
of original, unfettered fantasy that Sega 
has always specialized in, and it gets the 
DC console headed in exactly the right 
direction for a promising new year. So get 
crazy, y'all. This is one commitment you 
won't regret. EVAN SHAMOON 


Pocket Sonic 


is that a rodent in PLATFORM NEOGEO POCKET COLOR 


your pocket? DEVELOPER SNK/SEGA | 
Bae PLAYERS 1-2 

There are certain thingS — gpigin JAPAN 

in this world that simply piper aed UNK CABLE 

do not need to be PRICE $34.95 


improved, despite the 
rapid advancement of society around them, One of 
them Is paper. Another is the original Charleston Chew. 
A third, apparently, is Al Gore's hair. But the biggest 
cultural staple of all {according to ODCM) is a little gem 
called Sonic the Hedgehog in ail of its splendid, old- 
school, blast-processing 


2D glory. After several S29 Po 12) 
appearances onGenesis fol, Me 

and a few more oh Game 

Gear, the redent in a hurry { 


(or rodent 4 depeche 
mode—no, we just can't 
get enough) has now 
made his way onto the ~~ 
Neo Geo Pocket Color. ae 
With a game that utilizes =< 
its beautiful screen and > 
an excellent translation to Da) 
the fullest, SNK’s portable 9°"? 
wonder has finally found 
its raison d'etre. 

Pocket Adventure is 
essentially an adaptation 
of Sonic 2 for Genesis, © 
with bits and pieces of the 
third Genesis game thrown } 
in for good measure. The 
graphics are incredibly 
sharp, and all of the original game’s speed manages to 
survive the translation. The only graphical deficiency is 
in the lack of parallax scrolling, but this failing is hardly 
noticeable. And with SNK’s excellent joypad, control is 
actually better than that of the original game. Even the 
sound is quite good (despite the tinny speaker). The 
result is a fantastic ride that’s every bit as addictive as 
its 16bit sibling. Play it again for the first time. If you 
happen to have a Neo Geo Pocket Color, we guarantee 
you won't eared it. . EVAN. SHAMOON 


Dreamcast | Score 


out of 20 














PERIPHERALS 


Pm rey 


Dream Pad 


MANUFACTURER IV, \D CATZ 
PRICE $2995 
RELEASE DATE NOW 


Known primarily for its quality racin. 
wheels, Mad Catz has unleashed sts own take o., the Dreaii cast g 
eontrofler—which, for the most part, surpasses the orginal. The feeling 
of the unit in your hands is more solid, with better grip, and the rubber 
detailing for the part of your palm that takes the most pressujc is @ 
great addition. The rubber lip of the analog stick Is algo @ huge 

benefit. There are six remappable digital action buttons on the face, with 
Ive of them performing the actions of the triggers—great for fighters. 
Unfortunately, the digital D-pad is disc-shaped. We found it difficult to 
make precise movements, even when simply navigating menus, Still, 
‘thi & oe © 1) best thi tortrty 0 w- ow) controtiers out there. 


Dicclnesci ‘Score. 


ural . 





“03/00 Official Sega Dreamcast Magazine 79 


® 


Psychic Force 2012 


Psychic Turkey Comes —Puatronm preamcasr 
Home to Roost DEVELOPER TAITO 
When discussing the newDC aware asining 
version of Psychic Force 2012, [relly anes 


one must return to that old gam- ARCADE STICK 
ing adage: minimally improved path 
graphics and sound do not a 
food port make. In short, 
PF2012 is just the sort of game that Dreamcast does 
not need: a frustrating, under-produced, and distinctly 
Mediocre fighting game, produced for a genre that DC 
already has covered. 

The most disappointing thing about PF2012 is 
the fact that the promising concapt Is wasted by poor 
execution. Ideally, the game is supposed to give play- 
ers the chance to duke it out while hovering graceful 
with a full range of movement. Warriors should be 
al to move along cul) axis, usiDg short- and long- 

. range attacks in 
~ dazzling, Mati» 
esque 
anti-grav/anime- 
inspired battles. 
in practice, 
however, manip 
lating the analog 
stick gets you as 
far as manipulat- 
ing tha jowHly 
bits of skin 
between your 
face and neck-i.e., nowhere, Unfortunately, coritrottine 
characters in a gravity-free 3D battle with an eight-way 
digital pad is tike flying a heltcopter with a steering 
wheel-it just wasn't meant to be. Combined with a 
simple three-button kick-punch-block control scheme, 
battles often disintigrate into little more than a com 
plicated game of Asteroids. 

In its final form, PF2012 is essentially a fighting 
game without solid ground to stand on. Granted, this 
is a port of a nearly-two-year-old arcade game, Dut 
what's the point of refitting an aging fighter without 
significantly refitting the fighting engine? If you’ve 
baen looking forward to the Ilberated physics model «| 
PF2012—buy Power Stone instead. EVAN SHAMOO 


D)c-lane-\ia ‘Score. 


ESRB T 
MU COUNT 9 
PRICE $29.99 





Begin dream sequence: “] know 
Kung-fu.” End dreem sequence. 
Mmmmmm, Matrix. 






out of : 40 

wT) > 
PERIPHERALS aS 
Astropad \ } 
MANUFACTURER PERFORMANCE 
PRICE 519.99 ' 
RELEASE DATE NOW \ 
For the price, it's a bargain—but on 
clos .r inspection, you may be getting: 


-xactly what you're paying for. Its size 

and mass is similar to that of the standard DE controlier—and the 
main problem with th. standard is its lisht weight (especially without 
a VMU oF Jump Pack inserted inte its slots). Well, the Astropad is 
even worse, with a hollowed out, plastic feel and superjumbo paim 
pads that make movements feel awkward. While its Auto feature and 
circular D-pad are pluses, give it fand ifs competition) a good look 
before plunking down the cash. oe 


Diecanecse ‘Sows. 
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7.0 \\| en Reviews 


Second Offense 


You can do it with a friend, but it’s better alone. 
Clearly, something's gone horribly wrong. 


jg (O Say that the game isn't 
T fun would be a mistake. Nothing 
=» (almost nothing, at any rate) is 
more satisfying than scorching the last 
piece of metal from under your hysterical 
buddy’s butt. But while Vigilante 8: 
Second Offense was conceived, first and 
foremost, as a game to be played with 
and against friends, this is the exact 
aspect that proves to be its weakness. 
You'll hear yourself saying ‘could have’ 
and ‘should have’ rather frequently—and 


you'll also begin to dream wistfully of 
Sega’s long-awaited, much-touted online 
network. If there’s one game that yearns 
to be played online, it’s this one. 
Luxofiux’s first Dreamcast effort is also 
the first game of its kind on our favorite 
console. Not only are there wacky enemy 
vehicles (ranging from a rather straightfor- 
ward ’70s muscle car to a hovercraft from 
outer space) begging to be annihilated, 
but the game’s 12 levels, set in various US 
locales, are almost fully destructible. 


“You'll 





PUBLISHER SEGA 
DEVELOPER SEGA/AM3 
GENRE DRIVING 

PLAYERS 1 

ORIGIN JAPAN 
PERIPHERALS JUMP PACK 
ONLINE NO 

MU COUNT 23+ 

i= 

PRICE $49.99 


www. OallyRadar.com 








They're packed with all sorts of interactive 
elements like cranes, metal-munching 
sharks, ski-lifts etc., which invite you to 
bludgeon opponents and chew up the 
scenery at the same time. And the sheer 
quantity of different weapons and other 
upgrades scattered across the levels, com- 
bined with near-infinite numbers of special 
attacks (which you activate by pressing 
buttons as you would in a fighting game), 
make every round a different and unpre- 
dictable experience. 


For the lone player, the developer 
has created three unique game modes: 
Arcade, Quest and Survival. While the 
Arcade and Survival modes basically 
require you to destroy everything that 
moves, the Quest mode gets a little more 
interesting, Each of the 1B characters 
(most of which you'll need to unlock) has 
to complete eight missions, which require 
you to pick up and deliver certain objects, 
destroy specific parts of the scenery and, 
of course, get rid of alt enemies. Unfortu- 
nately, you'll notice almost immediately 
that these missions are pretty much 


www.DallyRadar.com 


hear yourself saying ‘could have’ 


i) ‘So, | know this great little 
missile silo down by the river. 
Wanna cruise down there and 
blow some stuff up?” 


Wilts like water-skiing, except 
you're in a car. Well, actually, it’s 
just shooting the living donuts 
out of everything you see. 


identical on every level. It seems as if 
Luxoflux didn’t get quite as creative as 
Reflections did with their PlayStation hit, 
Driver (where's our Dreamcast version, 
dear friends at GT Interactive?)}—but 
remember, V8:SO wasn’t really designed 
to be a one-player hit. 


Nevertheless, despite its flaws, the 
single player experience turns out to be 
more fun than playing the game with other 
people (up to three), mainly for technical 
reasons. Already disappointingly short in 
one-player mode, the drawn distance is so 
poor in multiplayer that the programmers 
have tried to hide it with fog and simplified 
graphics. Framerate seems to be lower 
when four players are competing—and 
graphic elements aren’t helped at all by 
the splitscreens’ limited visibility. Big cars 
or buses can eat up half of a player's 
screen and become irritants to gameplay; 


D 
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‘should_h 
~ i 


ave’ rather frequently.” 











a choice between different camera 
angles would have made better sense 
(and the first-person view is somewhat 
unplayable, anyway). And while you're 
able to deathmatch, form teams or even 
choose to take on up to three live oppo- 
nents at once in Smear mode (while 
they're cooperating to crush you), other 
traditionai muitiplayer games like ‘cap- 
ture the flag’ are sadly missing. 

Allin all, Vigilante 8: Second 
Offense is an enjoyable game packed 
with amusing details, impressive effects 
and a fitting soundtrack that captures 
the game’s ‘70s-influenced spirit and 
charm. If a bit more work had gone into 
its multiplayer elements, it could have 
earned a higher score. So make the 
most of this second offense, and look 
forward to the third—here’s hoping that 
the battie happens online! 

JORG S. TITTEL 









' Playing Vigilante 8 in four- 
player mode Is like sitting right 
behind that enormous melon 
resting atop Jay Leno's neck. 
Neither works out very well. 


@ “Okay, so what you have to 
do Is—bear with me now— 
shoot the living piss out of 
anything that even thinks 
about moving. You follow?” 


(+) POINTS 

* Fast, furious & unadulterated fun 
© It will take you ages to finish 

* Lots of hidden goodies to unlock 


(=) POINTS 


* No online (it’s not their fault} 
* Fog and popup 
© Limited visibility In multiplayer 


Packed with neat challenges that 
will keep you busy for ages, but It 
deserves better multiplayer portion. 
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Chef’s Luv Shack 


Holy $#itdude! = Pisiontxcm 
This sucks fass! DEVELOPER ACCLAIM STUDIOS 
Content to adhere to the GENRE TRIVIA 

. . PLAYERS 1-4 
cast-iron rule stating PERIPHERALS N/A 
that ‘licensed games ere 
must be fat’ (or in Cart- MMU COUNT No Save OPTION 


man’s ease, big-boned) 

cash cows with little or none of the substance or 
charm that made the original product so compelling,’ 
Acclaim has crafted a perfect addition to this ever- ~ 
growing library of underachievement. Fellow South 
Park devotees, we're sorry to tell you: this one’s just a 
big, ugly boner. 

Acclaim’s press-release bills CLS as, “The perfect 
“party down’ game, including hilarious trivia and South 
Park-influenced mini-games that require fast reflexes 
while tickling fan’s [sic] funnybones.” This typo turns 
out to be prophetic—the game itself could be 
described, in essence, as an epic mistake just crying 
for White-Out. Topping its long list of offenses is the » 


OUTH PARK 


EAT THIS: 


CONTEST, 









‘Time 23 


fact that the questions simply are nat funny and usu- 

. ally don’t even aspire to be (who cares what the 
regulation weight for an Olympic barbell is, and why & 
it in a game about South Park?). This sheer lack of 
humor is unforgivable—but unfortunately, it’s only the 
tip of the iceberg. 

With horrible loading delays between each question, a 
selection of mini-games that are fittle more than recycled 
shareware, screens full of impossibly uninspired graphics 
and about as much play value as a turkey baster, don’t 
even wasie your time. Buy the movie soundrack, if you 
haven't already. Now, that’s inspired. EVAN SHAMOO! 


Officer 


Dezlenecnie ‘Score 


out F210 


PERIPHERALS 


Astropad 





For price, it’s a bargain—put ~ 

closer inspection, you may be getting 

exactly what you're paying for. While its lay 

out is similar to that of the standard DC controlier, the main probiem with 
the DC controtler is most likely its light weight (especially without a VMU 
or Jump Pack inserted into its slots). The Astropad is even worse, with 5 
hollowed out, plastic feel and superjumbo palm pads that make move 
ments feel awkward. While its Auto feature and circular D-pad are pluses; 
give it (and Its competition) 2 goad look before plunking down the cash, 


Denesd 5) 
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7.6 \\| Reviews 


® Cnsp, hand drawn back- 
drops add a certain amount of 
character ta EGG, but controls 
keep it grounded more in the 
16bit realm than the L28bit. 


@ Your ability to earn new ele- 
mental spelis wil help you get 
past certain objects and aid in 
solving some of the puzzies. 





What came first: the story or the action? 
Vatical serves up the scrambled RPG, EGG 


{gay ne of the first RPGs out of the 
re] DC gate, Vatical’s EGG certainly 
= feels a lot like what gamers 


would expect from an early RPG: 


Sidid 


animations, outdated graphics and an 


RPG-by-numbers story. But if you 
closer, there's substance lurking 
beneath the surface. 


look 


A young ‘Gear’ pilot is found uncon- 
scious deep within an ancient ruin. He 
awakens, 1000 years later, without 
knowledge of his past. The rest of the 


game is spent searching for your 


memo- 


ry, as well as new weapons and items. 
As an action RPG, every new ability 


that you earn opens up EGGs world to 
allow you access to new areas and dun- 
geons. The concept is proven and even 
addictive at times, with 2D stock enemy 
battles and 3D combat when you run 
across an important foe or boss. 
Unfortunately, the bottom line is that 
EGG fails to really hook the gamer with 
Its story or cast. If anything, the action 
comes before the story, and it’s choppy 
at best with slow movement onscreen. 
But even with all of its shortcomings, 
there is a certain subtle something 
about EGG that rabid RPG fans will still 
FRANCESCA REYES 


find appealing. 


D)acianecnia Score 
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~~out of 10. 





Fellow South Park devotees, we’re sorry ... 








{@ Much of your time will be 
spent trying to collect 
powerups and items within an 
intricate series of dungeons 
known as Fogna in EGG. 


PUBLISHER VATICAL ENTERTAINMENT 
DEVELOPER HUDSON 

GENRE ACTION RPG 

PLAYERS 1 

ORIGIN JAPAN 


(+) POINTS 
* Great hand-drawn backdrops 
* Orchestral soundtrack a bonus 


© Four players make it a party 
(=) POINTS 


* Slow, slow, slow character move- 
ment - cut 'n dry transiation 


BOTTOM LINE. 
Charming in its own simple way, but. 


never quite strong enough to escape| 
the curse of being average. 


www.DallyRadar.com 


“AN EXCELLENT TITLE TO ADD TO THE [SEGA] DREAMCAST™...” 
-Game Informer 





ON YOUR SEGA DREAMCAST™ 


Austratra Course Hole No 2 Hose 











Conquer the worl's best courses to 
unlock hidden characters, 


¥ 


\ Tak Gontral ot your sing —topspin, 
Uhackspin, even hooks and slices! 


z 





PARS. 


Scotland Course Hole No 8 free aac 
=> Ss 








+e 





FAGLE 





6 great game modes — like Match Play 
and the futuristic GATE BALL! 


EVERYONE S H ® 
@Deamcst. JA@\aim 


FEEDH™ and Acclam © 1999 Accham Entertainment Ine. All Rights Reserved. Developed By Bottom lp € 1999. Soga, Dreameast and the Dreamcast loyo ame ether neqsloyed tradenratks ar trademarks uf Sega Enterpnses, Lhd. © SEGA ERUTERPAISES, LTD. All Bights Fieserved, 


Adjustable difficulty levels & easy-to-use 
controls — duffers and pros alike can have fun! 


CONTENT RATED BY 
ESRB 






Points}o00002 
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nan age of gaming that is 
seemingly awash with zombies and 
assorted undead mutants (Code 
Veronica, HOTD2, Blue Stinger, et al.), Sega 
seems eager to capitalize on the trend. In 
Zombie Revenge, the familiar scenario 
returns—i.e., a town overrun with toose- 
limbed ghouls, plus a dash of mysterious 
military cover-up added for flavor—and 
gamers have a chance to bash brains ina 
third-person arcade blaster. 

The premise is simple: players battle 
through a decimated town, collecting 
weapons, In order to face off with bosses and 
a never-ending wave of foes. But don’t mis- 
take Zombie Revenge for an adventure 
game-it’s fast, furious arcade action, pow- 
ered up with an arsenal of firearms and 
fighting moves. And in an attempt to sidestep 
the shallowness of most arcade ports, Sega 
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TEST ZONE... 0:1 :ius 


sent ORDER 
8 





ee 8 


—— 


has added a host of DC-only options, includ- 
ing a Fighting Mode, an Original Mode and a 
Boss Mode. Most intriguing is the Training 
Room mode, where you can download char- 
acters to the VMU and ‘train’ them to boost 
their stats, store items collected in Original 
Mode, and unlock secret goodies. 


Overall, this is a game not to be 
played alone. Drag a buddy along in Fighting 
Mode or Original Mode, and you'll discover 
that the fun will last longer than if you go 
solo. Because even though Zombie Revenge 
is a little more challenging (and longer in the 
tooth) than its spiritual predecessor, House of 


Dreamcast 


gazine 





the Dead 2, it threatens to fall more squarely 
into the lackluster DC lineage of Dynamite 
Cop if you don’t put enough time into it. 

It's not the prettiest DC game on the mar- 
ket, and there are sticky control issues to 
deal with--and gamers who rush through hit- 
ting the ‘Continue’ button every time may 
mistake it for a button masher and miss out 
ona chance to employ their skills. Neverthe- 
less, by flexing their strategy muscles in 
repeated tries, players will discover more 
than action glitz lurking below the arcade-ish 
surface. Fans will get the most out of ZR’s 
plethora of modes and mini-games—but take 
our advice: do it together. FRANCESCA REYES 


















® Best of all is that Julie 

Andrews soundtrack: “The 
streets are alive, with the 

stench of corpses...” 


a 
Hadoken! Linda goes for 
the Flying Psycho Fist™ and 
comes away with a green, 
gooey mess on her dress. Ugh. 


After an area is clear, 

a cinema escorts your team 
into the next zombiesnfested 
rathole. Lather, rinse, repeat. 


Defeating monsters, 
saving the damsel in distress— 
all in a day's work for our 

man Stick, 


Zombie Revenge | 


No, it’s not the ODCM staff on deadline ... they're actual animated corpses! 


PUBLISHER SEGA 

DEVELOPER SEGA 

GENRE ACTION 

PLAYERS 1.2 - 

ORIGIN JAPAN © 

PERIPHERALS JUMP PACK, ARCADE STICK 
ONLINE NO 

\VMU COUNT 114 

ESRB M 

PRICE $49.99 


(+) POINTS 
« Loads of new modes for home 
© Two-player madness! 


(=) POINTS 


Sticky character controls stow... 
action...dooscoown... 


© Blocky. Lack o' visual polish 


Azombie-biasting, mindless, action- 
filled ride to beat House of the Dead 2 
for fans willing to put In the time 


www. DailyRadar.com 





“An Amazing New ET) Puzzler” 


imagiseer GAME DESIGN STUDIO. 


© 1999 Xicat Interactive, Inc Sega, Dreamcast, and Ihe Dreamcast logo 
aré either registered trademarks or trademarks of Sega Enterprises, Ltd. 








MORE ADDICTIVE THAN NICOTINE! 
Forecast reports 100% chance of rain... fire balls, 
earthquakes, missiles, and ducks. That's right! 
There’s a storm brewin’ and time is of the 
essence. Design valleys and mountains to hold 
the water in place. Better be quick though, you 
don't have as much time to react as the other 
falling puzzle game. Highly addictive and 
guaranteed to make you WET! 


Sega©'Dreamcast 








Worms Armageddon 


" CAST 
Hasbro’s can of Ps AIFORSALEEANICH 
Worms —WARNING: DEVELOPER TEAM 17 

a ORIGIN US 
worms don’t alwayS g0 qui- GENRE STRATEGY 
etly to the hook when they _ PeMPHERALS JUMP PACK 
know they’re about to Pg 
i VU COUNT 33. 
become fish bait. Some- UN 


times they fight back~and 

Worms Amageddon showcases the most destructive 
anneiids since Tremors. It's the iatest in Hasbro's 
series of Worm titles, in which cartels of slimy little 
guys run (or ooze) around against 2D backdrops try- 
ing to blow each other up. The concept is simple: aim 


a weapon, fire it with the proper force, and hope the | 


wind doesn’t blow the projectile back where it came 
from (read: ouch). 

Unfortunately, the game doesn’t play out quite this 
simply. Worms Armageddon features dozens of 
weapons, each of which differs subtly from the others. 

_ This variety allows for creativity when assessing ways 


é 


; 





The grasshopper rightfully looks worried. 


to exterminate opponents, but it also results in a steep 
learning curve—a curve which the Al enemy doesn’t 
have to contend with. Players may find themseives get- 
ting frustrated as they struggle with trajectories and 
taunch forces (and don't forget about those forever- 
shifting headwinds), while the sharp-shooting 
computer lands a flawless pattern of direct hits. 

All things considered, Worms Armageddon is far more 
enjoyable when played against similarly handicapped 
human opponents. So if you happen to be sharing a sofa 
sine one or Eno of the ais pick up a bazooka. 

, ANDREW KAUFMAN 


Dreamcast ‘Score _ 


_____ out of 49 | 


PERIPHERALS 
Quantum Fighter Pad 


MANUFACTURER INTERACT 
PRICE $29.99 
RELEASE DATE Ni 


With six buttons and an 
ergonomie design, Interact's first 
controller out of the gate sure 
looks pretty, but it falls to han- 
die well during our extensive 
playtest. The casing is larger 
than standard and a bit cumber- 
some, making precision moves in fighting games harder 
to execute. Though it's programmable and fitted with a 
decent digital pad, the —«ns, sadly, outweigh the pros, 





Of 
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“Don’t bother bringing a friend” 
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@ “Kick, punch, it’s all in the 
muind”...oh, how we wish it were. 


2 The lack of asteady camera 
and the constant, bewildering 
wave of enemies and dangers 
make Soul Fighter an unfortu- 
nate mess. 


3. Whether you play through as 
the buxom female brawler, the 
burly male warrior or the geri- 
atric spell-caster-Soul Fighter 
still fails to surprise, impress or 
even entertain. Big bummer. 


This solo fighter is one big act of contrition 


| oka’s Sout Fighter might 
have flashy graphics that show 
potential, but ultimately, proves 

to be a beat-’em-up let-down. 

First: don’t bother bringing a frend. 
There’s no two-player mode in SF. You'll 
be going at it alone using one of three 
generic characters (warrior, wizard, or 
thief), all of whom share the same 
attributes and attacks. There is only one 
kind of throw, and while primary 
weapons can be drawn, they only make 
those tired combos a little showier. 
Other weapons can be picked up along 
the way, only to be used in a jarring first- 


person view. Attacks are strung together 
to form combos, but after a string of 
punch-punch-kick, you've exhausted the 
bulk of your fighting possibilities. 
Second: both arcade and adventure 
mode share the same uninspired levels 
and tired mechanics. In adventure 
mode, a player has the option of saving 
a game once a level is completed, but 
prevented from continuing mid-way 
through. Aargh! Frustration factor aside, 
most gamers will tire of the game’s play 
mechanics by the second level. Rent 
this game if you must, but don’t say we 
didn’t warn you. CORO BARRETT SMITH 
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PUBLISHER ViINDSCAPE 
DEVELOPER [0K 
GENRE ACTION 

PLAYERS * 

ORIGIN FRANCE 
PERIPHERALS JUMP PACK 
ONLINE NO 

MU COUNT 7 

ESRB T 

PRICE £49.99 





(+) POINTS 


* Fluid 60 frames per second 
» Flashy graphics and effects 


(—) POINTS 
» Single player only 
* Monotonous levels, mechanics 


BOTTOM LINE 
Asoultess game seemingly 
designed for masochistic foners. 


There's no fun to be had here, 
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VeoiMEscare froma 
Mong. Chrome World! 


Bubblegum Crisis: Tokyo 2040 
vol. 4 - Rampage 
“mage me fall in love with the story of the Knight Sabers all over again” © -camefan 


In tho bowels of Takya, ¢ monster feeds an construction baomers. All reports of this vampiric bio-machine are suppressed hy 


Gengm's tnvisibte pofitical pressure. But In the fractured depths af the city’s infrastructure, the cannibat leviathen graws unchecked, 
le ant all await the Knight Sabers as they descend into the creature's den to hunt it in e labyrinth of shadows, 


03.14.00 | DUB %24.95 | SUB $29.95 


Sakura Diaries vol. 1 

Just east of Melrose. And definitely outside of the 90210 code. 

Urara likes Taume, Toure likes Meika, Meiko might like Touma, tut sho only dates collego boys. Sa what's en under-achiever lika Toume 
toda? Well, you can elways lie and say you got info the most prestigiaus university eround. And if you're Urara, wif yau keep his seeret? 
Or will you use that secret to ruin his chances with the other girl? 


in stores 


03.14.00 | DUB 219.98 | DVD %24.98 


Master of Mosquiton, the Vampire 3 
“Master of Mosquiton is a fresh anime by any standard.” — -tianw 


Get ready for tha grend finale es teenaged tomb reider Inaho and her undeed partner Mosquiton fece aff against the inhuman 
» Rasputin, the world-devauring Star Lords and the most terrifying threat af afl, Mosquiton’s extremefy bitter ex-wife. Don't miss 
the finel chapter of this exciting adventure that critics end fans alike give on A+ (and B, and AB-, and D+), 


in res 
03.28.00 | DUB $19.98 | SUB $29.95 


Those Who Hunt Elves Chpt. 6 - Final Trials 


“Witty spirit good writing, and one thoroughly wacked out plot” — -tave Heverson 

A specief prosecutor | is appointed ta capture and try Those Who Hunt Elves far their socially unacceptable activities, When brought ta 
task far her eallaboratian with the fareign miscreants, Gefcia is offered ¢ deal: cooperate, end remain Elder af Alf Cammon Elves, Wilf 
sha self aut har inends and Jungai? 


in store: 


03.28.00 lo DUB $24.95 | SUB $29.95 


vane ed iS MASTE Aoslewearideclye SQUITON PROJECT» NIPPON COLUBIGIA SAKURA DIARIES 2 YUN *SHOGAKUKAN: 
ity Bim Victor Gattertanment Pose we aera vi cia We + Amuse ¢ Sots Agent 





ANIMATION FOR 'A NEW GENERATION 
WWW.ADVFILMS.COM/DREAMCAST + INFO@ADVFILMS.COM 
AVAILABLE ON VIDEO AT THESE AND OTHER FINE STORES 


TOWER SUNCOAST samgoody a Me ‘Dp: 


RECORDS -VIDEO- ROOHS MGEON PICTURE COMPANY “got? 19 one knows FIG musie better! 


R 





yi0\\/> In-Depth Reviews 


i GENRE RACING 
N PLAYERS 1-2 
ORIGIN US 


“Plays like Keith Richards on a six-week bender” 


PUBLISHER INFOGRAMES 
DEVELOPER PITBULL SYNOICATE 


PERIPHERALS JUMP PACK, WHEEL 


ONLINE NO 
vMU COUNT 17 


ESRB E 
PRICE $49.99. 


This game is a test, all right. Of our patience. 


half of our nation’s wealth is 
held by only one percent of its 
population, most of the fun in the driving 
game genre can be had by playing only a 
handful of spectacular titles. Deluged 
with sub-standard efforts every few 
months, players tend to be overwhelmed 
by the quantity, rather than quality, of 
competition within the genre. 

The most obvious problem with TD6 is 
of an aesthetic nature. For a console on 
which beautiful graphics have become 
the norm rather than the exception, 
blocky, unpolished visuals like these look 
just that much worse. While the tracks 
themselves are decent renders, the cars 
and effects look downright awful. 

And while this lack of graphical sheen 
could be forgiven if control and gameplay 
were up to snuff: well, they're not. TD6 
plays like Keith Richards in concert after 
a six-week bender. And, upon waking up 
the next morning, it was apparently Mr. 
Richards who designed the game's 
physics model. This explains why, when 
other cars are bumped, they soar flam- 
boyantly off into the great unknown 
instead of pursuing a more rational pat- 
tern of cause and effect. And the 
control—an essential part in any driving 
game—is floaty at best. It fails to convey 
the feeling of barreling down city streets 
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PERIPHERALS 
Dreamblaster 


MANUFACTURER PERFORMANCE 
PRICE $19.99 

RELEASE DATE N 

Though a tittle on the 
nubby side, MadCatz’s 
Dreamblaster goes toe-to-toe with interact's 
Lightblaster in the war of ligntguns on 
Dreamcast, The feel and positioning of the 





| n much the same way that nearly at high speeds, the sensation is, instead, @ 


more akin to trying to get the kids to 
school on time in a Volvo station wagon. 

All that being said, however, the 
gameplay itself isn’t too bad: nicely var- 
ied and replete with options for multiple 
tournaments, betting on results and cool 
cop chases. The music is provided by an 
assortment of indie bands, so tf you dig 
indie rock, you'll probably dig this. And 
since hauling ass through busy cities is, 
in itself, entertaining, there is certainly 
some fun to be had. 

Because some gamers don't jive with 
the unconventional Sega Raily 2, and 
with the much-anticipated MSR and Sega 
GT not due out until later this millennium, 
racers are in high demand. TD6 has 
reared its head at just the right time to 
supply the demand. Unfortunately, said 
head is decidedly unpretty. EVAN SHAMOON 









Score 


~~ out of 10. 








D-pad makes it actually supe- 
rior to the competition—plus, 
it's got a solid frame and all 

of the bells and whistles like 

Auto-Fire and Auto-Reload. And the Dream- 

blaster is delightfully precise, as well! Its 

feel, precision and sturdiness make it slightly 
better than Interact’s Lightblaster, and thus 
the best lightgun for the DC in the US. 
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NEXUS 4MB 


DISTRAIUTOR LEVEL 6 (wwwievelsiccom = 
PRICE $23.95 (25.95 w/link cable) ¢ 
RELEASE DATE NOW 


Anyone who owns NBA2K or NFL2K 
probably hasn't gotten over the fact yet that 
both games require 198 blocks on a VMU, 
leaving you with a sad two blocks left over 
(at least they've got each ether). The Nexus 
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{@) Though functional, the 

- graphics in TD6 look shoddy 
and thrown-together, showing 
more seams than a Gap sweat- 
shop. 


@ Cruising through beautiful 
Rome on a Sunday afternoon, 
the game tries and tries but 
doesn't quite ‘take you there’. 


= /@ TD6 allows players to drive 
police cars and chase down 
criminal scum. We hear that 
there's even a secret NYPD 
code which allows you to take 
bribes and harass innocent 
women and minorities as well... 


@ Parked in front of Central 
Park. Unless you want cool 
screenshots, however, parking 
won't do you much good. 


.Mnds 

(+) POINTS 

* This is a racing game set in busy 
urban streets, so there's some fun 


* Plenty of options and features 


(—) POINTS 


¢ Graphics with about as much 
character as a lIbrarian with mono 


* Controls and physics gone horribly 
wrong. Uke, Frankenstein wrong: 


BOTTOM LINE 


Everything one could want in a rac- 
ing game, minus the graphics and 
control. And the pack-in supermodel. 





— 


emory Card 


4MB card with its 800 blocks of 
uncompressed memory (Separated 

into four memory banks) plugs into your 
PC's printer paraliel port via a neat litte 
cable, which allows you to use your hard 

drive as a nearinfinite memory card—and 
even to email files to other Nexus users. 


Score _ 


out of : 40 
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NFL Quarterback 
Club 2000 


See Jack buy QBC 2000. paige ty 
See Jack play it. ald deal 
See Jack cry like a girt. GENRE SPORTS 

With Sega’s superlative NFL2K PERIPHERALS ARCADE 
out on the field, it’s going to take gaine'No 


something very special to intercept ESRB E 
the plgskin—and QBC2000 just 
doesn’t have that kind of talent. 
The latest update to its Quarterback series, OBC2000 
is lguana’s attempt at ‘realism’. Well. If you want to 
make a football game more realistic, guys, make it a 
game where you can play a decent running and passin’ 
game. Make it a game where the players’ roles are 
defined and distinct, so (for example) a running back 
can run a ball back fer 90 yards but a bigger defensive 
linesman can’t. Include more accurate commentary 
Coa ip wo eee, ~~ > and more 
animated 
crowds. Do 
any and all of 
these things, 
but don’t—for 
heaven's 
sake!—do 
what Acclaim 
did here, and 
incorporate a 
catch button. 
The need to 
press a whole 
separate button for a receiver to actuaily catch a ball 
does not make the game more realistic or more 
challenging: it makes it frustrating, nonsensical and 
barely playable. A wide receiver doesn’t have to go 
through a separate thought-process to extend an arm 
to catch the bail he’s tracking, and neither should the 
player on your Dreamcast. What’s the point of being 
able to throw the pigskin in eight directions under 
total control, if it’s impossible to catch it? 

This feature is perhaps the only significant addition 
to last year’s (far better) game. And along with the 
accompanying horrendous slowdown, it’s reason 
enough to steer clear of this sports travesty. 

MAX EVERI 


Dreamcast Score 


PERIPHERALS 
Jumbo Memory Pak X2 


NYKO gt? 
PRICE $34 99 a 
RELEASE DATE NOW 

The “Jumbo” part of the 
Name for this NYKO memory 
card ts fitting—but not because 
of its ability to store twice as 
much save information as the normal 
VNU. Rather, once you stick it in your 
controliey, you may never get it out. It's 
Just too big—we still can’t get the sample 
out of one of our controllers. Other than this 
little issue of scale, the device worked well: but insert with caution. 


Dreamcast. Score 
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Don’t he deceived by this screen. 
NFL QBC 2000 gets our vote for 
worst sports game of the season. 


sur #20 
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7.0 \\| ae Reviews 





fd 


Legacy of 





Ne of 


Kain: 





Eidos’ favorite anti-hero slinks onto Dreamcast 


hen Legacy of Kain: Blood Omen 
| began this dark saga for PlayStation 
back in ‘96, gamers were 

delighted by the idea of a vampire fighting 
to save the Netherworld. The ending 
(spoilers aside) gave players a choice 
between saving the world, or ruling it— 
and when it picks up the narrative, Soul 
Reaver assumes that most power-hungry 
gamers chose the fatter. 

Unfolding through a series of cinemas 
and some of the best voice segments to 
grace videogaming (which may not be 
saying much compared to the dross that 
passes as ‘voice talent’ in most games, 


but this was actually enjoyable), Sout 
Reaver takes up the story 1000 years 
after Kain has seized control of the 
Netherworid and assembled his own 
army of undead acolytes. Raziel, one 
of the disciples of Kain, has had the 
misfortune to sprout wings before Kain: 
setting in motion a terrible retribution by 
the vampiric despot. 

After waking up in a deep cavern of the 
Spirit Realm, players assume the role of 
Raziel, who, under the tutelage of a mys- 
terious being, must battle his way through 
vanous enemies and enigmas 
to avenge his fate. Original and darkly 


PUBLISHER EIDOS 

DEVELOPER CRYSTAL DYNAMICS 
GENRE ACTION/ADVENTURE 
PLAYERS 7 

ORIGIN US 

PERIPHERALS JUMP PACK 
ONLINE NO 

VMU COUNT 50 

ESRB T 

PRICE 349,99 


www. DallyRadar.com 


B® Raziel finally comes face to face 
with his master, Kain, for a little quat 
ity one-on-one time. Who triumphs in 
the end? Play it for yourself. 


a From the Spirit Realm, players are 
able to hop from area to area via 
warp gates, which are only accessi- 
ble once they're manually activated. 


compelling, the storyline in Soul Reaver 
sets a nice backdrop to the ghoulish action. 

Raziel’s new powers give him the 
ability to shift between two different 
planes at will—the Spirit Realm and the 
Material World. Depending on which 
plane the player Is in, different skills are 
available to Raziel, including the ability to 
manipulate physical objects (Material 
World) or use magical powers (Spirit 
Realm). This feature lends the game an 
intriguing amount of depth, in that 
players are challenged to be doubly 
resourceful in solving many of Souf 
Reaver's puzzles. 

Raziel’s environs are a seamless 
series of bleak fortresses and caverns 
that well-complement the atmosphere of 
the game, without visibie load times. 
Though the rocky textures are sometimes 
repetitive and overwhelmingly grey at 
times, the lighting effects (especially on 
Dreamcast) more than make up for this 
monotony with their eerie, phosphorescent 
glows and foreboding shadows. 

This is, after all, a HUGE game. 
There’re loads of areas to explore and 


www, DallyRadar.com 


secrets to discover, 
which can make most 
tasks daunting-espe- 

cially without the assistance of an 
ingame map (we had hoped that Crystal 
Dynamics would’ve implemented a map 
feature in this port, but no such luck). And 
the puzzles within the game can border 
on laborious, with emphasis placed on 
arduous moves like pushing or pulling 
blocks and flipping switches. All told, the 
ride through the Underworld sometimes 
smacks of a gothic Tomb Raider: which 
can be a big turn-off for those less 
endeared to Ms. Croft’s escapades on 
other systems. 

But in the end, Crystal Dynamics’ 
clever use of action wins out with some 
ingenious touches. Since Raziel is actually 
undead, he can never physically die. 
Instead, when his power is depleted, he 
simply returns to the Spirit Realm to 


D)aclenecwie 
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replenish his energy by feeding on souls 
sucked from creatures there or in the 
Material World. With a lock-on feature 
similar to the ZTrigger in Zelda 64, 
fighting enemies ts a treat. As your 
enemies are also denizens of the 
Underworld, they can only be destroyed 
by special means such as impalement 
(the skewered twitch-and-wriggle death- 
throe is well-executed, and oddly 
poignant), submersion in water or 
immolation in fire. Murder in the world 
of Sou! Reaver rewards gamers with a 
certain unparalleled level of ghoulish 
glee. Add to this Raziel’s remarkably 
imaginative detail and design, and Sou! 
Reaver leaps way beyond the adventure 
competition on DC thus far. If you 
haven't yet had a chance to try the 
game on PlayStation or PC, now’s the 
time to take the trip. 

FRANCESCA REYES 











i | Raziel stuns his opponent 
by pulling out what looks like a 
Jumbo, lethal disco ball from 
his gaping maw, and giving it a 
good shove. 


W@ Sou! Reaver skips the 
whole vampire vs. ‘holy water’ 
thing—now, any old unblessed 
‘water’ wil do. 


(+) POINTS 
* Gorgeous, hives graphics 


* Clever interaction with 
environments 


* Unique character designs 
* No load times 


(=) POINTS 


* Framerate stutters from time 
totime 


* Tasks can get overly long and 
laborious 


A beautiful, atmospheric trip to the 
underworld for adventure fans with a 
penchant for puzzle-solving. 
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incoming 


Seek and destroy. And SURE Nee son 
destroy, and destroy... oman ui 
if you can take anything for Peupne 


granted in Interplay’s 
Incoming, it’s the fact that 
you're going to be shooting at 
things~lots and lots of things—and that you're never 
going to stop shooting. 

Actually, to be more precise, you'll be shooting 
aliens, since the storyline falls into the typical 
‘defend the planet against space-born invaders’ ilk. 
Each of Incoming’s six scenarios are located in 
unique environments which, other than their 
appearance, play about the same. They range from a 
snow scene to a sea level, to even a trip to the moon 
later in the game. Though some of the special effects 
(like missile trails) may dazzle, all of the game’s 
areas eventually degrade into uninspiring terrain. 

Each scenario is broken into ten separate stages 
that allow 
players to 
hop from 
weapon to 
‘weapon. You 
might begin 
at the heim 
of an anti- 
aircraft gun, 
move to a 
4 tank, and 
4 =. then land in 
the seat of a helicopter a few stages tater. There are 

objectives to meet (albeit simple ones), but for the 
most part, no matter what kind of gun you're 
packing, gameplay relies more on reaction than skill. 

Don't get us wrong. The trigger-happy mentality of 
Incoming is a biast—but things get repetitive quickly, 
despite the amusing game of musical guns you get to 
play with all of the weaponry. The flaws can be 
blamed on overly simplified controls and on a rigid A! 
that shows no real will to dogfight the player. It is what 
it is: a 3D ‘shoot ‘em ail’ game with pretty graphics. If 
you {ike it, you'll like it a lot. 








NOAH MAS™ 
Diecmena 51) 
PERIPHERALS "a —~\ 
Rally Wheel ~~ 





7 
Though identical to its Japanese 
counterpart in every way, AGETEC's 
Rally Wheet leaves much to be desired: in \ 
terms of weight, balance and sturdiness. ite pleatie 
frame and lightweight base will undoubledly make hard tums. 
and acczlefations tough to pull off, uniess you kuep the wheel firmly in 
your fap—which is not exactly the best place to keep a peripheral, with 
of without force feedback. While it fills «ts niche and gives you one mam" 
choice than you would've had without it, yau might want to go with 
MadCatz's wheel, instead, for full effect: plus, it has pedals! 
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a 
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So you missed the 


| on't sweat it. The folks at Video 

System have taken rt upon 

themselves to ensure that you, too, 
can experience the magic. Yes, it seems 
we're entering the new decade of details in 
gaming—from the personalized face masks 
of NFL2K to the wind-blown strands of hair 
in Soul Calibur, Dreamcast owners are 
beginning to see reality appearing on their 
TV screens. Fi World Grand Prix is a perfect 
example—with a dead-on physics engine and 
effective trackside scenery, F1WGP 
immerses racing enthusiasts completely. 
Add its phenomenally accurate car models 


"98 F1 season 


and drivers, and 16 tracks that not only look 
fantastic but mirror the exact weather 
conditions of the ‘98 season, and it's easy to 
see that the developers have made the most 
of their official F1 license. 

Still, with all this attention to detail, you 
might be tempted to ask: Is this game any 
fun? Definitely—but not without effort. 
You're likely to spend a few laps banging 
walls, spinning out, and mowing grass 
before you get the hang of its extremely 
responsive controls. Practice isn’t the only 
way to Improve, however—you can modify 
the steering, wings, gear ratio, suspension, 





PUBLISHER SEGA 

DEVELOPER VIDEO SYSTEM 

GENRE ACTION 

PLAYERS 1-2 

ORIGIN EUROPE 

PERIPHERALS JUMP PACK, 
RALLY WHEEL 

ONLINE NO 

‘MU COUNT 40 


RB E 
PRICE $49.99 


www.DallyRadar.com 





and whatever else you like in order to 
get your machine driving the way you 
want it to. And if all else fails, Video 
System has included a brake- and 
acceleration-assist option that helps to 
even out the learning curve. 

But enough about the control—let’s 
talk about the graphics. From the pre- 
race fly-by to the extremely tight two- 
player match race, F1WGP flaunts the 
Dreamcast’s power proudly, with 


minimal pop-up and deep backgrounds. 





Whether you're zooming past a 
gigantic ferris wheel in Japan or the 
rolling hitls of Luxembourg, it’s 
difficult to find fault with the game’s 
rich aesthetics. Throw in a slick blend 
of drum'n'bass and ambient tunes, 
and there’s even more-to appreciate 
in this sleek and professional racing 
package. Purists, you've found your 
new Fi nirvana. Arcade racers, give 
this a try. 

CORD BARRETT SMITH 








www. DailyRader.com 
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Monte Calo 


(+) POINTS 


» Ultradetailed cars and 16 
gorgeous tracks 


* Tight control, iots of options 
« Highly customizable car-tuning, 
Sleek interface 


(=) POINTS 
* Challenging leaming curve 


= Might appear overwhelming to 
the casual racer 





BOTTOMLINE = 


A greattooking package that 
‘sweats all the detalls— this is “the” 
Fi game on Dreamcast. 
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@) The back of a Ferran: a familiar 
sight for Fi drivers, 


{2 On a collision course: the 
physics model In the game leaves 
little room for error — chp the wheel 
and it’s all over. A quick restart will 
get you going again. 


{) If this icon is anything to go by, 
It's not just cigarettes that can 
cause impotence... 


{@ The world’s easiest race track. 


B} tn hot pursuit of Diana’s 
Mercedes, the Paparazzi eschewed 
the mopeds for F1 cars. It worked 
too, until the next bend... 


nd 
ou se 


Newton thant ot 
Dead. Sera nme) 
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BB Note, if you will, the smail a 
man standing between our 
protagonist's legs. Together 

with those discharging smoke- 
stacks, the suggestion ts quite 
clear, wethinks. 


[B “Any of you funkin’ computers 
move and I'll execute every 
mother-funkin' last one of ya!” 


& “Stop staring at the camera, di ‘ 
Jackass! We're makin’ a video- 4 
game herel” 





[i Hawk kicks it gangsta style. 


IB From behind, Hawk looks 
more Itke a porn star than an a v 
action hero. a 


“Punches are more like awkward girlie-flails” 


















exeCol0 Co Fo orc\-laWr-Mae)alcciale(=Wm olUlemdalcMmaarial.dlave Manl-labcw=led(e)amer=lanic Wan cllcceace)at 


hen the first Fighting Force finally 
arrived on Playstation a few years 
back, it was one of the system's 
greatest disappointments. As Core's follow- 
up to the cultural monsoon that was Tomb 
Raider, high expectations surrounded the 
promise of a 3D beat-‘em-up with all the old- 
school playability of Double Dragon and 
Final Fight, combined with the innovative 
style of Lara’s big (double D?), um, adven- 
tures. Instead, Core surprised consumers 
with something more akin to a steaming pile 
of goat dung than a videogame. And we 
reviewers couldn't even make any superfiuous 
titty-jokes about it. 

So into this arena, enter Fighting Force 2— 
which has, once again, managed to raise quite 
a few eyebrows. Early indications painted the 
game as somewhat of a thinking man's 
action game, with Metal Gear Solid-style 
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stealth and more complex gameplay than Its 
uncomfortably dumb ancestor. But while 
some attempts were made to fulfiil this 
premise, the final product feels rushed. it 
lacks the essential fee/ that’s required for a 
game of this sort. 


Gameplay consists of standard first- 
person shooter fare, only this time it’s from a 
third-person perspective and the player is 
given access to fists and feet as weapons of 
mass destruction. The problems are that the 
fighting engine and its collision detection are 
extremely sloppy, and that they fail to provide 
any real sense of solidity for the action. 





Dreamcast 


Punches are more like awkward girlie-flails, 
and getting them to connect properly is far 
more difficult than it should be. 

This ts ali quite a shame, really, since the 
game Is stiil fairly fun to play and doesn’t 
look haif-bad. The capacity to blow up nearly 
everything In sight provides a satisfying 
distraction from the endless running and 
fighting (in a distinctly Beavis and Butthead 
kind of way). And dashing through levels 
{some of which are quite well-designed) and 
killing enemies with your huge arsenal of 
weapons is entertaining, for a while. BUT. 
Alhough it’s not the worst game ever, we 
had certainly hoped for more. EVAN SHAMOON 


PUBLISHER £iD0S. 
DEVELOPER CORE 
GENRE ACTION 

PLAYERS 1 

ORIGIN UK 
PERIPHERALS JUMP PACK 
ONLINE NO 

VMU COUNT G+ 

ESRBT 

PRICE $49 99 


Ly 
(+) POINTS 


* Good assortment of weapons; 
blowing stuff up is cool 


© A falr bit of good, old-fashioned 
adventuring via solid leveldesign 

(=) POINTS 

© Unresponsive, difficuit controls 


Extremely poor presentation. 
Someone forgot to iron these pants. 


Worth a rental, but not nearly the 
game it could have been. 


www. DailyRadar.com 





“One hell of a ride—if you’ve got what it takes.” 
































































9) As can be seen in these 
screens, Shadowmar’s envi- 


ronments look nothing short 
of spectacular. 


‘1m done with all this ‘talk. 
ing things out’ crap. Baby.” 


IB As can be seen in this 
screen, the dog’s ass looks 
nothing short of spectacular. 
It's also an apt metaphor for 
ODCM'’s view of the world 
during deadline. Note the flies. 


Pack lots of sunscreen and sandwiches for this rewarding trip through hell 


ased on the Valiant Heroes 
comics series of the same name, 
Shadow Man allows players to live 
out their fantasies of becoming English Lit 
students—or more precisely, a former stu- 
dent named Mike LeRoi. Toting his trusty 
shotgun, Mike uses a fancy Voodoo teddy 
bear to cross from Liveside to Deadside in 
order to prevent that pesky ‘evil incarnate’ 
from bringing about an early apocalypse. 
In what has become standard genre 





gameplay, Mike runs, jumps, kills and hustles 


his third-person ass out of danger through 
some of the most disturbing settings this 
side of a Taco Bell kitchen. Borrowing some 


of the best gameplay elements from Tomb | 


Raider and Zelda: Orcana of Time, Acclaim 
manages to meld the playability of a tradi- 
tional, well-made action-adventure with a 
thoroughly compelling storyline. And as 


www. DallyRadar.com 


More than a few recent games have demon- 
strated (cough-Blue Stinger-cough), this 
task is quite a bit harder than it sounds. 


Where Shadow Man really excels is 
in its wonderful sense of place. Environ- 
ments are rendered with such furious 
attention to detail that we wonder which 
big, red pouty demon got bribed in order to 
get the game's designers ciearance for field 
research in hell. Scrambling though barren, 
haunting landscapes with a pack of hounds 
relentlessly snapping at your feet while 
creature-infested skies swirl menacingly 
overhead is truly an experience not to be 





missed (unless you happen to be dead, 
and it’s real, and a chorus of smug little 
cherubim is warbling “I tofd you so.”}. A 
marvelously appropriate soundscape full of 
superb samples and genuinely chilling 
ambient noises completes the effect. 

In the end, however, what Shadow Man 
requires is a lot of stamina, elbow grease 
and regular sandwich breaks through roughly 
60 hours worth of play—without which the 
experience amounts to very little. But if 
you’ve got what it takes to muscle though 
those initial hours, Shadow Man is one 
heli of a ride. Hold on to your flaming 
skulls, kids. EVAN SHAMOON 
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PUBLISHER ACCLAIM 
DEVELOPER ACCLAIM 
GENRE ACTION/ADVENTURE. 
PLAYERS 1 

ORIGIN UK 

PERIPHERALS JUMP PACK 
ONLINE NO 


(+) POINTS 

* Excellent graphics and sound 

° Zelda-esque lockon targeting and 
dohn Woo-style multigun action 

(=) POINTS 

* Occasionally skips frames 


* Denser than a fudge-illed 
Krispy Kreme donut 


An excellent game for those with 
enough time and patience to dig 
beneath the thick, thick surface. 
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"The Critics have Spoken on the 
Action /Adventure Game of the Year)" 





ae ; 7 ‘ 
Ct gag "A technical achievement...Soul Reaver Ne 
yr FX 5 _—- . 
Arar ! delivers an epic piece of 
3 \. \) ft iric li %, " 
Pa} vampiric literature...93% 

aor aN — IGN.com 
ag ~ 4 oe : 

4° Soul Reaver is a deep game 


aX possessed with a myriad of 
impressive little touches...9/10" 
— VideoGames.com 


"3D exploration and adventure 
at its finest...Game of the Month.” | 
— Expert Gamer Magazine 





Ww hi 2 b 2 . bal 
Soul Reaver's environment's are jaw dropping. 
— Gaming-Age.com y 


"98%" : > 


— PS Extreme Magazine _ 
‘+. As Raziel, stalk Nosgoth feeding 
on the souls of your enemies 


‘+ Engage your creator, Kain, 
in an epic struggle for dominance 


“ Dark gothic story 


2 w a Sega© Dreamcast. *» No load times 





LEGACY of KAIN: 


> OULHEAVEN 
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“More addictive than Cool Ranch Doritos™ ” 
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iL The reflective floors are very 
impressive. Not that you'll have 
more than a few fieeting 


| moments here and there to 


admire them. 


{@ Re-Voit is a re-creation of the 
real thing, which ts itself not the 
real thing, but rather a re-cre- 
ation of the real thing, Think 
about it, sporto. 


{B It’s a total eclipse of the 
heart. Erm, we mean sun. Sorry. 


@ We don’t know where the hell 
this is, either. ft’s, like, the 
future. Or something. 


1B) Baby car, meet Mama car. 
Dent worry, she’s parked. 


Cuter than Hello Kitty and all her fruity little friends. Combined. 


| of racing a remote-controlled car 

= through obstacle-ridden super- 
markets, neighborhood streets and toy 
stores, and we'll tell you we're not a bunch of 
monkeys working for bananas. But then we’d 
both be lying—so let’s not and say we did. 

In a genre that usually sees little in the 
way of Innovation, Re-Voit is a welcome 
breath of fresh air. Probe takes full advan- 
tage of a very simple premise—players 
choose an R/C car and race dimunitive chal- 
lengers through sewer tunnels, housing 
tracts, closed museums and a variety of 
other well-designed environments. While the 
gameplay itself is nothing we haven't seen 
before (in fact, it brings back fond memories 
of RC Pro-Am), locales have a distinctive Toy 
Story-esque richness—they’re eminently like- 
able and a pleasure to explore. Throw in a 


1 ell us you’ve never dreamed 
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silky-smooth multiplayer mode and an arse- 
nal of cool weapons, and you've got a game 
that kicks—er—arsenal. 


Also worthy of mention: the game's 
excellent production values include sharp, 
stylized graphics and a soundtrack composed 
of surprisingly solid drum-&-bass, ambient 
and house tunes (as opposed to most game 
soundtracks, which seem to be generated by 
handing a tree frog a Casio keyboard and call- 
ing the resulting vomitous clamor ‘music’). 
Where Re-Voit stumbles a bit is in its 
control mechanics, which might keep it from 
becoming an alltime classic. Steering the 


D 
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vehicle is extremely touchy at first, and the 
game’s difficulty level is ramped up to a 
point that borders on batter-your-Dreamcast 
obnoxious (using the digital pad will relieve 
this problem somewhat). Some will appreciate 
Re-Voit’s faithfully recreated sense of real- 
ism, while others are sure to be turned off 
by its near-vertical learning-curve. In a way, 
it’s as if the lighthearted spirit of the game is 
betrayed by someone’s unlenient dedication 
to a proper physics model. 

Despite this item (or perhaps because of 
it), Re-Voit retains the same relentlessly 
addictive quality that made the original 
wipEout so damn compelling. EVAN SHAMOON 
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PUBLISHER ACCLAIM 
DEVELOPER PROBE 
‘GENRE RACING 

PLAYERS 1-4 

ORIGIN US 
PERIPHERALS JUMP PACK 
ONLINE NO 

‘MU COUNT 22 

ESRBE 

PRICE $49.99 


(+) POINTS 
* Excellent sense of style & timing 


* More addictive than Cool Ranch 
Doritos™, and plenty of variety 


{=} POINTS 


= Control takes getting used to 

* Abit of choppiness when things 
get hectic 

BOTTOM LINE 

The most creative approach to rac- 


ing this side of Pen Pen, Revoitis 
‘well worth the effort. 
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“You'll inevitably compare it to the Atari classic Asteroids.” & 


PERIPHERALS 
Dreamstati 


ULTIMATE VIDEO. 
GAME ACCESSORIES 
PRICE $29.95 
RELEASE DATE NOW 





UVGA's Dreamstation allows 

gamers to use Sony Dual Shock 

Controllers and other PlayStation: 

peripherals with Sega’s Dream- 

cast. Specifically designed for use 

with the Dual Shock, its analog functions work perfectly— 
and even better, its vibrating ability makes it a good 
replacement for the Jump Pack. Of course, you can't plug ~ 
YMU into a PlayStation controller, but a Dreamcast con- 
troller with a VMU in another port works in most cases. 
Keep in mind, though, that you won't be able to access the 
OC controller's anajog trigger buttons, so free-throws in 
NBA2K are impossible. You can also use PlayStation steer- 
ing wheeis and arcada joysticks; PlayStation lightguns and 
analog flightsticks are not compatible. Despite these limita- 
tions, the Dreamstation is a great investment for gamers 
who happen to have a collection of PlayStation controllers. 


Cn Pi 


Discweca 1S) 


ome a0 


PERIPHERALS 


Arcade 
Fighter 
S ick 





With its sotid metal base and hefty controls, 
AGETEC’s Arcade Fighter Stick is a must for any fighting 

fan who owns a Dreameast. Games like Soul Calibur ang 
Marvel vs. Capcom play better with a joystick than with the 
analog stick on the standard controller, and there’s even a 
VMU siot for saving your progress. You'll even discaver that 
plenty of non-fighting games work with the Arcade Stick, as 
welt, While some players might not take to the layout of these 
buttons (the trigger buttons are a bit close to the regular 
ones), DC owners shouldn't pass it up if cash isn’t a problem. 


Dreamcast. |Seore — 
PERIPHERALS 


Starfire | 
Light- — 
blaster 


INTERACT 








MANUFACTURER 
PRICE $29 99 
RELEASE DATE Ni 


Since Sega won't release a gun, the job is {eft to third 
parties—and Interact Is on the scene with what may be 
4 good option for the DC. (of course, its only competi- 
tion is the Star Trek-type phaser from MadCatz, so this 
might not be saying too much), But with auto-fire 
options and auto-reload, the Lightblaster more than 
makes up for a lightweight design and an awkwardly 
placed D-pad and START button. While its precision and 
feel aren’t quite as good as they are in Sega's Japanese 
lightgun, the fact that it works with House of the Dead 
2 in the US is a major plus. But beware—the VMU slot 
can be very tight and difficult to squeeze into (yeah, 
that’s what she said). 


Dreamcast Score -” 
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Once again, space 


‘gm lay just a few seconds of Armada, 
Pp and you'll inevitably compare it to 
[the Atari classic Asteroids. But 
play longer, and you'll realize that aside 
from the top-down perspective and general 
controls, Armada is nothing like it. 

Players select a character from six 
human races, each with its own weapon 
and ship design. From here, gamers lunge 
into the epic struggle between the 
humans and the ‘Armada,’ a seemingly 
endless collection of hostile alien ships. 

Controls are intuitive and pilots quickly 
dive deep into the game’s storyline via 
communication with other ships. The 





D)aclanesie 


Magazine 


is a battlefield 


game area is vast, and players are free to 
roam in an effort to assist small fleets to 
their destinations, acquire allies or other 
objectives. Experience points and credits 
are awarded for upgrades and weapons. 
The game's sheer size and length are 
indeed awesome—but, they’re also weak- 
nesses. Even with different mission 
objectives, gameplay can become redun- 
dant. Fortunately, Armada’s multiplayer 
Option succeeds in breaking the monotony. 
Taking on the Armada with friends adds a 
whole new element to the game, and 
elevates it beyond the title ‘typical shooter.” 
Check it out. CORO B.SMITH 


ah 


~ out of 10: 











@ Who knew space was this 
vast? Well, actually, everyone. 
But Metro3D have taken the 
concept to new extremes—with 
excellent results. 


[2 Massive explosions, in- 
depth, immersive environ- 
ments, and the opportunity to 
either bash or help four 
friends makes Armada a 
unique experience. 


PUBLISHER SEGA 
DEVELOPER METRO3D INC. 
GENRE SHOOTER/RPG 
PLAYERS 1.4 

ORIGIN US 

PERIPHERALS JUMP PACK 
ONLINE NO 

‘VMU COUNT 6+ 


ESRBE 
PRICE $49.99 


(+) POINTS 


* Lots of blasting action 
* Tons of missions 
. ® Four players make it a party 


(=) POINTS 


,* repetitive gameplay 
* building up ships takes a long time 
* graphics and music are ‘mediocre 


| BOTTOM LINE. 


Decent RPG/action combo that 
shines in muitiplayer 
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SNK vs. Capcom 


Violence-to-Go PLATFORM NEO GEO POCKET COLOR 
After providing nearly DEVELOPER SNK 


every home console in GENRE FIGHTING x 

existence with close to PENIPRERALS LINK CABLE 

an infinite number of 2D QNLINENO 

fighting incarnations, VIMU COUNT N/A 

Capcom and SNK hava Fare 

mated and begat a wee tot for the Neo Geo Pocket 

Color (no: we don’t know who wears the pants in this 

relationship, but we’d bat dollars to pesos that they { 

fight about it a lot). The game is a joy to play, and 

Is packed with content—from its 18 immediately 

selectable characters to a wide array of mini-games, 

this one is one of the best portable games around. 
Rather than attempting to recreate the look of its 

coin-op archetypes, the oharacters in this miniaturized, 

rendering have an aesthetic sensibility all their own. 

Super-deformed warriors abound (including perennial 

favorites from both companies’ fighting franchises), ~ 

and these folks are so well-animated wet it’s ae 


. to forget their scale. 
ag RYU - HOl gq ATHENA SAKURA =. 
oo oo jog ——= do 














aay iad tes 
qj Lil ae or 
cam 


t———— 0), ————— a, 2 
Most importantly, however, the develnpers have 

squeezed nearly every ounce of the original's fine- 
tuned gameplay into this tiny cart, Which means that 
you'll be rockin’ fireballs, sonic booms, and ill-nasty — 
combos from the moment you pick it up, The machine's. 
Jack of buttons is handied in brilliant fashion, as the ~ 
power of each attack depends on how long each 
corresponding punch or kick button is depressed. 
With a link-up two-player option, several different play 
modes, DC compatibility and those simple-but-addictive 
mini-games, this one shines brightly on the little = 
ecen) (Bh leavel home Sddvast it. EVAN SHAMGON 
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PERIPHERALS 


Memory Card 


MANUFACTURER PERFORMANCE 

PRICE $9 99 

RELEASE DATE NOW 

With a price tage of a mere $10, 
Performance's Memory Card would seem a. 
perfect buy for those unable to track dowri 
Sega's own VMU. But bear in mind that this is’ 
merely @ memory card, without the VMU's 
abilities to play minigames or display data on 
an LCO screen, Compatible with every game 
we've tested with it (except 7th Cross Evolution), 
we've had calls informing us that the early units weren't able to save 
progress on NFL2K, Tras ie be a eet ete Ye eat Tee acer 
-but tread carefully. Go for the afficiallysticerised VMU when you can... 
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“athe process is long, painful and ugly...” 





@ The third form 
you take in SCE is 
that of a slimy sea 
slug with weird fins. 
Yup, say ‘hello’ to 
your distant ances- 
tors, They weren't 
swimming in the 
deep end of the 
gene pool. 


® And you thought 
that those Biology 
and Chemistry classes 
wouldn't apply to 
‘real life’ once you 
graduated. Shame 
on you, 





As bizarre looking as 
this creature 1s, it's the 
product of hours spent 
fighting belligerent crabs 
and other lower lifeforms 
for valuable DNA and 
protein strands, Thank 
goodness we didn't turn 
out fike this, 

Oh, wait... 





The seventh sign: finally, proof of gaming's de-volution 


} hat could be simpler? Make a 


creatures, At some point, you’ll be a 


> game in which players fight their creature powerful enough to emerge 





way out of the first water-logged from the water and take to the land. 


stages of life and evolve into a creature But the process Is long, painful and 


of their own making, The only problem 
with this formula is how it works out in 
practice: NEC’s Seventh Cross plods 


dreadfully ugly, with visuals that best 
only the earliest PlayStation games. 
Movement is smooth, but choppy, while 


along at a slow and tortuous pace, with- —_ the in-game menus will mystify even the 


out the benefit of pretty graphics. 

Sort of a spiritual successor to 
games like Carnage Heart on PlaySta- 
tion, the game's concept possesses 
plenty of possibilities. Players begin as 
simple amoeba sliming around in a 
lakebed, and use a menu of options to 
sketch out DNA patterns for new body 
parts and abilities by battling different 


Dreamcast 


most savy gamers for way too long. 
Most players will, no doubt, give up with- 
in the first few minutes, Though SCE 
does have an addictive quality once the 
a evolutionary ball starts rolling, there 
isn’t much to keep you engrossed for 
enough time to warrant a full price 
purchase for most gamers. Too bad; it 
had real potential. FRANCESCA REYES 


t. ‘Score 


UE OE EO, 








PUBLISHER UFO INTERACTIVE 
DEVELOPER NEC 

GENRE RPG/SIM 

PLAYERS 1 

ORIGIN JAPAN 

PERIPHERALS NONE 
ONLINE NO 

ta COUNT: 172 (OUCH!) 


PRICE $49.99 


(+) POINTS 
* Interesting concept 


* Customization features 
somewhat addictive 


(—] POINTS 


Ugly, overly simplistic graphics 


« slow, confusing gameplay 
BOTTOM LINE. 

If done right, this could've been a 
deep, involving game. As it is, SCE 


remains at the bottom of the 
gaming food chain. 
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“Huh?” 


WE his ts the strangest bird that's flown 
H through our cozy little cuckoo’s 
i: nest in quite some time. Hmmm— 
where to begin? Okay. Take the most 
intensely Japanese oddity you've ever 
encountered (like that mysterious stuff 
behind the glass at the sushi bar, which 
you're afraid to even ask about) and multiply 
it by about fifty bilhon (yen). Combine this 
with a hearty dose of Street Fighter good- 
ness and about 16 shots of espresso 
(actually, make those doubles), and you'll 
have an idea of what to expect. Well, no. 
You won't. But if you’re a card-carrying 
otaku and a devout fighting game fanatic, 
you may just want to find out for yourself. 
The disc comes with not one, but (doh) 
two games etched into its shiny round 
surface: Jojo’s Venture and its sequel, Jojo’s 
Bizarre Adventure. Both are one-on-one 
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“Will shake you to your very core.” fe) 











fighting games, but when each character's 
spiritual partner/split-personality enters the 
fray (no, we're actually not kidding), the 
action becomes a hairy four-against-four. 
Basically, the game is standard Capcom 
2D fare, but it uses a variation on the 
standard six-button layout. Instead, there 
are three attack buttons, one taunt, and 
one ‘stand’ button, which summons said 
alter-ego to help out with the brawling. 
While it does work well enough, this 
control scheme limits the number of avail- 
able attacks. Most characters have roughly 
15 different attacks from which to choose— 
a far cry from the Marvel vs. Capcoms and 


Zine 





Dreamcast 





"4 WD We're not sure what's 
so damn funny either. 
Considering their violent 
circumstances, these 
freaks seem to having a 
really good time. 


{@ Drop-kick the chalupa. 


3) East meets West with 
Jojo's Bizarre Adventure. 
No John Wayne ‘round 
these parts, Itttle lady. 


‘Nah, nah, nanana. 
I'm weirder than you are.” 


The oddest characters 
this side of a David Lynch 
extravaganza, 


Soul Caliburs of the world. PUBLISHER CAPCOM 

’ DEVELOPER CAPCOM 

Even so, when mastered and combined GENRE FIGHTING 
with the game’s juggles and user-controllable brerlennie 
linked combos, there is enough strategy Meartgerrgm a 
A ONLINE NO 
here to keep players ene ital ned) Capcom's no anes. 
artwork and animation ts typically well- ESRB E 
PRICE $49.99 


done (though it must be said that neither 
is extraordinary). 

Jojo’s is a game that thrives on its own 
eccentricities, but should probably be 
reserved for the previously initiated. For what 
it's worth, however, this is a perfect transla 
tion of the Japanese coin-op—which means 
that all of you Jojo fans should dig right in. 
Bizarre stuff indeed. EVAN SHAMOON 


(+) POINTS 


© An (appropriately) bizane sense . 
of character and design. 


© Will keep you playing for weeks... 


(=) POINTS 


* ,..but not much longer than that. 


© Could have used more moves. 
and hetter parallax scrolling. 


Nieieoete ee aE. 

TOMLINE 
The freaks come out at night. Be 
wamed, Jojo might shake you to 
your very core. 
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ithout a doubt, this mega-hit sequel is a masterfully 
created car combat game that must, at any cost, be 
played on the Dreamcast. It’s huge: eight large 
environments filled with loads of interactivity and a few 
deadly surprises, and we’ve detailed it all. You’ve got special moves to 
learn for each weapon, plus loads of cheats and codes to try out—so 
slap this magazine in your lap (not too hard, Chester) and plant 
yourself in front of the TV, because we're going to help you blow 

V8: Second Offense wide open! 













With Guns A-Blazing 







Each normal weapon has Its own group of three special moves, press the machine gun button. For maximum destrgetion, whip 
which are more powerful than a normal attack. To activate a them out In combination with other weapons/attacks. Each time 
special move you must have that weapon selected and possess you quickly attack with different weapons, you bulld Whammies. As 
enough ammo-~specials come at a cost, Each attack ends by your Whammies increase, so does the amount of damage you-ean 






pressing the last direction button input at the same time that you cause. Use this list to learn each special move, and get creative. 


Bull’s Eye Rockets 


















































Road Runner U, D, D + MACHINE GUN Ammo; 2 Attaches rocket to opponent's car, flinging it out of control at high speeds 
Stempede U, D, U + MACHINE GUN Ammo: 2-6 Unloade up to six rockets In quick succession, for mega-destruction, 
Bastion Rockets U, D, R + MACHINE GUN Ammo: 4 Launches four rockets, used to destroy Incoming projectiies like missiles or mortars, 
Interceptor Missiles 
Afterburner U, U, U + MACHINE GUN Ammo: 2 Fires missiles while still attached to your car, to give you a speed boost, Very useful. 
Halo Decoy U, U, D + MACHINE GUN Ammo: 2 Launches a circling flare that distracts and draws enemy fire, allowing you to fiee. 
Missile Swarm U, U, D + MACHINE GUN Ammo: 4 Fires four homing missiles at once, rather than one. 
° e 

Road Kill Mines 
Bear Hug L, R, D + MACHINE GUN Ammo: 2 Attracts and holds the closest car to you Ilke a magnet. 
Cactus Patch L, R, U + MACHINEGUN Ammo: 2-6 Lays up to six mines at once in a ‘patch’, Hit one, and they all go. 
Hoverlng Mines L, R, R + MACHINE GUN Ammo: 2 Files through the air, homing In on the nearest car. 
Mortar Swivel 
Turtie Turnover D, D, D + MACHINE GUN Ammo: 2 Rolls opponent over onto the roof with an undamaging blast. 
Crater Maker D, D, U + MACHINE GUN Ammo: 2 A huge blast that permanently deforms the environment with a crater. 
Tire Buster D, D, R + MACHINE GUN Ammo: 2 Flattens opponent's tires for approximately five seconds. 

e 
Bruiser Cannon 
Buckshot D, U, U + MACHINE GUN Ammo: 2-6 Fires up to six shells of cannon ammo in one spread, shot as if out of a shotgun. 
Cow Puncher D, U, 0 + MACHINE GUN Ammo: 2 Fires a blast that knocks opponents Into the sky and demoilshes buildings. 
Ricochet D,U, R + MACHINE GUN Ammo: 2 Once fired, the sheil will bounce around the arena causing damage to whatever it hits. 
Brimstone Burner R, L, U + MACHINE GUN Ammo: 11 Launches a bouncing fireball that sends out waves of flre as It hits the ground. 
Di Silck L, R, U + MACHINE GUN Ammo: 2-16 Releases an oll silck behind your car that causes the trailing cars to iose control. 
Wail Of Flame R, L, D + MACHINE GUN Ammo: 11 Creates a wail of fire In front of your car (best used while In reverse). 
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NEVER GET LOST AGAIN! 


No need to pull over and ask directions (unless she’s cute)—we’ve got the maps for all eight levels in the game, complete 


with every pick-up location and point of interest worth checking out. Now, you can be sure that you’re not missing a thing! 


















Attack of the 50-foot vermin—it 
nt — you shoot the giant meteor that 


Pe -~ _ 


a“ falls into the crater, a giant ant 


" gs Sa “ will appear. peel 
ie é ee ae 


| re - 
if you get a cop on your tall, It ©) | 


won't fire—but it can be . 9 
relentless, Lassie, gohome, . = . r 






= . 
By Jumping through the drive-in - XG 
theater's screen, you can pick : 
up eome valueble power-upe. ” 
Map Key 
1 
SPECIAL DR ANY WEAPDN 
2 
| SPECIAL DNLY 
X2 DAMAGE, SHIELD, RADAR a 
JAMMER 
ATTACHMENT ICONS 4 , ' - 
QUEST DBJECTIVE 6 
WE oanveowerue 
6 1 


| X2 DAMAGE, SHIELD, RADAR 
JAMMER, HEALTH 7 


4 
) _ PDINTDFINTEREST i 
——— a ——————— ee : 
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u TO... * Codes « Strategies Map Key: [IM sreciatonanywearon —_—SPECIAL ONLY 






_@* : 


om: at 
r a Bet 








And what's behind Door 
Number One? Rest 
assured, it Isn't a goat. 





Cross each brid; 
Watch your Weight: this you come to It: apo 
Station Is a good better, biow it up. 
hangout, especially if Unfortunately, your big 
you're low on health and bang won't keep 
there are no Wrench opponents at bay 
Icons to be found. 


forever. - 


















Despite the tempting 
power-ups, stay clear of 
the dangerous oll sticks, 
~ especially if opponents 

‘ are near by. 


< 
Jumping icebergs might 
make you feel like king 
of the world, but it 












The pipelines provide a 
quick way to move about 








doesn’t get you very the level. The terrain 
much, Not oven an getting to them can be a 
Oscar. bit precarlous, however. 
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BBB x2 oamace, sHIELO, RADAR JAMMER 


Would you like fries with 
that? ———————- 


Tasty morset: how about 
a nice forkfull of nuclear 
waste? Mmmmmm. 


a 





cy 
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ATTACHMENT iCONS 











| QUEST OBJECTIVE | ANY POWER-UP | X%2 DAMAGE, SHIELD, RADAR JAMMER, HEALTH @ POINT OF INTEREST i 


2 
= 
78 
i 
K) 
eo 
4 


a baal s 
= ne 
. - 7 & 
Shoot the core of the | » i 
nuclear reactor, and out vw | - 
comes a whole troop of = & / 
fluffy bunnies. Or not. 
| ag # 













‘Use the Afterburner 
combo when you go 
down the ski jump to 
win this event, 





Anticipate the turns 
down the bobsied 
course to get the best 
times. 


; "Loads of good power-ups 
f aN li can be grabbed while 
wee —, riding in the Gondola. 





03/00 Official Sega@ Dreamcast Magazine 10S 








ms uo w TO... * Codes ¢ Strategies Map Key. [ll sreciator anywearon _—SPECIAL DNLY 


ae be) 
| 







Shoot the wheel here 
and on the other side 
of the level, to raise 

the dams and flood the 






Finally, Casper makes 





- i himself useful—the 
Pa ghosts Inside the ( 
; “ ns manelon are devices for a 
—s random teleportation 
err fy through the fevei, 
Get the gator on the > ~s | 


first try—or you'll need 
gator ald, 

















w i. 
Q i | 
| \° 
5 tad 
Stay away from the 
molten metal blobs! And 
2 don't go swimming after 
you eat. 








iC) 
# 
1 2S 
4 
G 
Rolling a Drum isn't as 
u much fun as It used to 
be: it’e that damn 
hacking cough... 
. No, it's not a puppy, it’e 
SEH agin OE hel, 


4 you grab a lot of pick- a 
ups that would be 
otherwis» inaccessible. 
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Florida: Launch Site Check These Out! 


i" 


This level wins awards in our book because it's just that kind of cool—and there's a cool space 

shuttle in it. The entire arena is an island surrounded by shark-infested waters; entering same will 

result in significant damage. Other dangers include electrified fences and armed guard towers, as h. 
well as the friendly fire coming from rocket tests. On the up side, you can catch some fine air by 
using a rocket engine from the launch pad. Blast off! 


Get too close to the wind tunnels, and 
you'll get sucked in and blown out to sea. 
*’ Faster vehicles can (sometimes) escape a wind 
tunnel’s grasp by using the Afterburner combo 
move (U, U, U + Machine Gun). You'll re-appear in 
the tunnel below the launch pad. 
At the back of the launch pad, you'll find a 
tunnel. Drive in when the light is green and your 
vehicle will strap on a giant rocket and blast off. 
On your way down, you can steer yourself 
around to grab several power-ups and a 
parachute will automatically unfold to 
break the fall. Of course, if the rocket 
has already reached the launch 
pad, this trick is impossible. 
Shoot the scaffolding 
holding the giant rocket 
‘, engines, to send them 
careening off into the 
sky and back down on 
your targeted 
opponent. 
) Guard towers 
] }/ will fire on 
» anybody, frlend or 
foe, who lingers in thelr sights for more than 
a few seconds. 
All fences in the level have been electrified. 
Any contact with them will cause damage. 
To make the rocket start its trek to the launching 
pad, shoot open the door to the control room in 
ENtarinelControlroont Breaking wind (tunnels) We have lift off Now, the building behind the rocket. Drive in, and you 
behind the rocket to get Isn't always easy. tn this are you going to get should hear a blip nolse. To launch the rocket once It 
Usritoaly) Redtin MC) are: You eet oul Dorie forgets reaches the pad, return to the control room again and 


pad. Enter again to propelled out to sea look for pick-ups hidden 
launch the rocket. before you know It. In the sky. | you should hear another blip noise. 










Do you still suck even after using the strategy?... Then, CHEAT! 


Maps and tips are great, but what you really want are the cheat codes. Well, here they are—in all their unadulterated, unabashed glory. Some are pretty silly and others 
make things even tougher, but a few of these codes will definitely help you beat this game. All codes are entered at the password screen, which is accessed by selecting 
Options and choosing Game Status. At the next screen, highlight any character and then press the L and R triggers. Be sure to put spaces between all words. 



































































ode Effect 
RAPID_FIRE Removes delay between weapon firing 
UNDER_FIRE Increases difficulty to super-hard 
BLAST_FIRE Gives Interceptor missiles an extra explosion 
GO_SLOW_MO Everything is slowed down 
GO_RAMMING Makes player's vehicle very heavy 
GO_MONSTER Huge monster truck wheels 
HOME_ALONE Choose zero as the value at enemy select screen 
NO_GRAVITY Reduces gravity, making it hard to stay on the ground 
LONG_MOVIE Check out all the ending cinemas linked together 
MIXES_CARS Allows all players to choose the same car 
DRIVE_ONLY No wheel attachments spawn 
MORE_SPEED Makes cars go faster 
QUICK_PLAY Enables an arcade option which randomizes vehicle and arena selection 
JACK_IT_UP Increases height of suspension 
OLD_LEVELS Play all the orlginal Vigilante 8 maps 
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co HOWTO... 





Code-tastic! 


A 


Slave Zero 





Enable Cheat mode 


Can't seem to reach the evil empire 
to save your life? Infogrames have 
hidden a neat cheat for those of us 
who're a little less agile in a giant suit of 
armor. Simply insert a second controller 
into Port 2 on your Dreameast, then 
press @J, L® and @ at the same time 
during gameplay. You should now be 
able to choose between toggle 
invincibility and unlimited ammo on and 
off. This cheat only works tn single 
player mode. 


Toggle Enemy Al 

If you want to mess around with the 
intelligence (Al) of youre enemies in 
single-player mode, simply press @J + 
L® + @ on the second controller at 
anytime during gameplay. 


NBA 2K 


All the Codes 


Enter any of the following codes in at 
the imaginatively titled Codes’ screen to 
enable the corresponding effects. All 
codes are case sensitive, so pay 
attention when entering them. 
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CODE 
DEVDUOES 


EFFECT 


MONSTER 
LITTLEGUY 
OOUGHBOY 
SQUISHY 
FATHEAD 
BIGFOOT 
BEACHBOYS 
COACHOUCH 
HIMOM 


Toy 
Commander 


Code Commando 


We’ve uncovered a stash of codes 





simulator. To enter codes, pause during 
gameplay and hold the @J, then enter 
the selected code. You'll hear a beep if 
you've entered the code correctly. 


CODES 
Hold QJ and press @ O OO OO 


Hold @J and ress OO OOOO 
Hold QJ and press ° 00 ry) ° cA) 
Hold @J and press @ ° 00 re) 
Hold @J and press ° 00 00 ° ) 
Hold @] and press 000 000 
Hold @J and “a 0 MS 000 ° 


HIDDEN ARTWORK 

Are you a big Toy Commander fan? 
Pop the game into your PC and search 
the directories to uncover a stash of cool 
ToyCo (all the ‘in’ fans call it that...) art. 


Centipede 
Cheat Bug 


Need some extra lives or want 
to skip around the different levels of 
Centipede? You can, by pressing and 
holdng @+ @+ @+@ +a +O 
With the buttons still pressed, rotate 
the analog stick at any time during 
gameplay. If you do it correctly, you'll 
notice the message ‘Get a Life’ (for extra 
lives) or ‘All Levels’ (for level select). 
While we can't quite figure out how to 


for No Cliché’s virtual second childhood — get the Level Select to work yet, you'll 
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nother issue of ODCM; another harvest of codes for your cheating pleasure. You know all of those pretty games that you 
got for the holidays, which you’ve already ‘finished’? Well, It’s time to check thelr vital signs agaln—to give their wheels 
another good kick, so to speak—by throwing some codes at them. So, without further ado, give it everything you’ve got... 


Pa it 


weget'a Sifel 
\ get a titer 
all, tevelsr 
‘all tevels 
gel a fife! 
all favels 


get !a life! @ 


be able to stockpile lives-aplenty with 
this handy code. 


NFL 
Quarterback 
Club 2000 


Code Club 2000 

if you’re unlucky enough to have 
picked up this coaster, you might as well 
get the most out of It before you trade it 
in. Access the cheat menu and enter any 
of the following codes to activate the 
corresponding effect. Do it right and 
you'll get your money back...er, we 
mean, you'll hear a nice tone. 


CODE 
SCLLYMLDR 
BCHBLL 
FLBBR 
HSNFR 
BTTRFNGRS 
HSPTL 
PPCRNRTRNS 
BGMNY 
HSNFR 
RGBY 


EFFECT 


mainmend____! 


Game Type; Exhi ition 
Qtr, Length: § minutes 
Manage Rosters 


Audle Options 
Memory Cord Options 
Credits 
Enier Cheat 
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FRRSTGMP 
MRSHMLLW 
TTHPCK 
SHRTGYS 
TRBMN 


Expendable 


Code Heaven 


Shooter fans who still can’t seem to 


tough out this game will now have all the 


help they need. You must enter these 
codes in during gameplay, but you have 
to do it quickly or it won't work. If you 
enter the code correctly, a message will 
flash on the screen to confirm it. 


CODE EFFECT 


0000 dD Ee” 


Cats) #O0R00819 


Extra Cre 


avavevang 

o oooupsres 
Ob dlaiaind 
US US e949 00 


instantly 


vanoeteno 
ele ¥ ¥i9 


Incoming 
Cheat Menu 


If you want to take the easy way out 
of the alien invasion in Incoming, the 
path is just a few button presses away. 
Simply enter the following codes at the 
Main Menu: Up Down Left Right X Up 


Down Left Right Y. If you do it correctly, a 


menu will come up giving you access to 
cheat options like level select, unlimited 
lives, unlimited shields, and more. 
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All the Codes 


If you want to enable any of the 
following codes, you'll first need to 
access the Passcode screen by reading 
the directions above. Then simply have 
at tt. You'll hear the world ‘Funky’ if you 
enter them correctly. 


CODE EFFECT 
RAPID_FIRE Rapld fire mode 
HOME_ALONE 
~ i ‘ 
= asd . t OWS<67) 
seo 0 


Beni : 


NO_GRAVITY 
GO_MONSTER 
LONG_MOVIE 
MIXEO_CARS 


ORIVE_ONLY 


FFOEMIT 





BLAST_FIRE 
UNDER_FIRE 
GO_SLOW_MO 
GO_RAMMING 
MORE_SPEEO 
QUICK_PLAY 
JACK_IT_UP 


‘Vigilante 8: = 
| Second 


Offense 
Test Drive 6 Getting tothe 


Code Test PassCode screen 

Want to feel like a millionaire without Before you can enter any of the 
doing the work in Test Drive 6? The codes for V8:SO, you'll have to enable 
following codes let you do exactly that. | the PassCode screen. Head to the 
Simply choose to Race and enter any of Options menu, then select Game Status 
the codes below to activate the and press A. Then press @J +4 at the 
corresponding effect. You can even same time to access the PassCode 
string ‘em In for maximum effect. screen. Cheat away! 


NOEMIT 


RFGTR 


OLD_LEVELS 


GAME STATUS 


co BS | 
Player i 





See he 


CODE 
AKIGQ 
orey 
ERERTH 
cVCVBM 
ocvcvBM 
QTFHYF 
OPIOP 
oPoloP 
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ired of reading about all those great Japanese games that you can’t 
buy in our D@World section? Feeling left out? Bored? Listless? 


Depressed? Lonely? Run out of Prozac? Paxil? Pez? Well, we can’t help 


It If you’re a sad individual, but we can help you attract the fairer sex 
by showing them how worldly you are, as you brandish your bright orange 
Japanese Dreamcast box and your bright pink CD of the sexiest, funkiest 


‘even-girls-can-play-It’ game ever to come from Sega Japan—Space Channel 5. 


The Official Sega Dreamcast Magazine has a Japanese Dreamcast and a 
copy of Space Channel 5—signed by the designer and DC hero, Tetsuya 
Mizuguchi, himself!—packed up and ready to give away. And obviously, YOU 
could win it. But how in the name of Ulala can you qualify? 


Here’s how: 


\sn’t tt cool, the way so many Japanese videogame fans dress up as their 
favorite game characters and walk around the streets of Tokyo, as if it’s the 


most normal thing in the world? It’s so cool that we know you're just bursting 


to try the same thing here in the good old US of A. Now, lucky for you, you 


have an excuse. All you have to do to stand a chance of winning the Japanese 
OC package Is this: send us a photograph of yourself walking through the busy 


streets (not in traffic, please!) of your home town dressed as your favorite 
Sega game character. It’s that simple. Best costume wins. 

Mark your envelope clearly with ‘Japanese Dreamcast Competition’ and 
send your entries to Evan Shamoon, c/o the Official Sega Dreamcast 
Magazine, 150 North Hill Drive, Brisbane, CA 94117. 

All entries must be received no later than 6 June 2000. Our decision 1s 


final, so tough luck if you think your costume Is better than the one that wins. 


Also, should you be beaten up while wandering the streets dressed as, say, 
Tails, don’t come crying to us—after all, you do look damn silly. 


GD-ROM INSIDE! 





The horror! The horror! It’s 


Rated! Capcom storms the ODCM offices 
with the best Dreamcast game yet! Read 
our giant review next issue! 


Sega’s game has released in Japan to rave 
reviews. We go behind the scenes to bring 
you a full report on Yu Suzuki's epic. 





* Miss it and be the laughing stock of your family and friends. Contents of issue 
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THE INCREDIBLE COMIC BOOK SERIES 
* CLASSIC JAPANESE, COMIC BOOK 


STYLE ANIMATION COMBINED WITH 
CAPCOM'S SIGNATURE GAMEPLAY 


* EXPERIENCE SUPER STORY MODE 
LOADED WITH MINI-GAMES AND OTHER 
DANGEROUS QUESTS 


* UNLEASH YOUR CHARACTER'S INNER 
PERSONA IN THE FAMOUS STAND ATTACK 
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